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CINEMATIC ADVENTURES 


you play, one that doesn't 
have the usual pre-deter- 
mined path. Like our land 
battle. You control the 
action and create your own 
winning strategies. You 
direct the movement of each 
infantry and cavalry unit. 
You send your general into 
the fray to bolster your 
troops' morale. Retreat. 
Charge ahead. Outflank. 
Even form a wedge. But your 
enemies are "smart" and un- 
predictable. They'll adapt to 
outwit your previously suc- 
cessful strategies and present 
you with new challenges 
each time 


Take Centurion's chariot racing 
scene. We planned out every scene the 
way a filmmaker would shoot it. You see 
your chariot enter the Circus Maximus 
and pass in front of a packed grandstand. 
The "camera" cuts to an aerial shot of the 
track and zooms in for a close-up of your 
chariot. Suddenly the race begins. You 
hold the reins as you charge around the 
track, whipping your opponent and 
trying to shatter his chariot. 


Centurion: Defender of 
Rome™, a new cinematic ad- 
venture, where you don't 
just watch the story unfold, 
you control the action. 

You'll race chariots in the 
Circus Maximus, sail fleets 

of ancient warships across 

the Mediterranean, compete 
in gladiator shows in the 
Colosseum, seduce the voluptuous 
Cleopatra and lead Roman legions into 
battle at the edge of civilization. 
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In Centurion, rich images of a time 
long ago are brought to life with cine- 
matic techniques. 1 began exploring the 
uses of cinematic techniques in Defender 
of the Crown™ and Rocket Ranger™. But 
as great as these early cinematic adven- 
tures LOOKED, they lacked the 
addicting involvement and interactive 
levels of great computer games. The 
"cinematic" part was complete. The "ad- 
venture" part was in its infancy. 

The cinematic adventure has finally 
grown up. We used every last one of our 
secrets in making Centurion. It's all 
there: great graphics, cinematic editing, 
strategy, and depth of gameplay that 
players now demand. 


Let's go back in 
time. All the way 
back to about 275 
BC. Civilization exists only 
in small pockets like Rome, 
Greece and Egypt. The rest 
of the world is a vast terra 
incognita, peopled with 
strange and dangerous bar- 
barians. You are a young 
Centurion, sent with your 
legion to subdue marauding 
tribes of the Alps. 

Whal would such an adven- 
ture he like? 
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We even added a fully-orchestrated 
musical soundtrack. We asked award- 
winning film composer Jon Newton to 
work his magic with sound boards. The 
pounding drums and blaring trumpets 
bring out the drama of each event. 

But we wanted to go beyond 
cinematic appeal. We wanted to create 
an environment that's different each time 


Cinematic graphics and 
great game play. This is 
what makes Centurion the 
first complete 
cinematic ad- 
venture. 

It took 

my group, Bits of Magic 
and Electronic Arts'® 
three years to bring the 
epic world of Centurion 
to life. I sincerely hope 
you'll enjoy your journey 
back in time to the world 
of ancient Rome. (Here's one last secret: 
Save the Parthians for last. They can tear 
you to pieces.) 


ELECTRONIC ARTS® 

2 WAYS TO ORDER: 1 ) Visit your retailer. 

2) Call 1-800-245-4525 with VISA/MC, USA or 
Canada, Mon-Fri, 8am-5pm Pacific Time. IBM, 
Tandy and compatibles. $49.95 (3.5" available). 
Screen shots represent IBM version. IBM is a 
registered trademark of International Business 
Machines Incorporated. Tandy is a registered 
trademark of the Tandy Corporation. Defender 
of the Crown and Rocket Ranger are trademarks 
of Cinemaware Corporation. 
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«. Once YOD ENTER - * 

THE WORLD OF DRACONIAN, ^ 

YOU WON'T WANT TO COME RACK! 

D12A.COKIIAKI 

Data Eaal, 1850 Uttle Orchard Street, Sag lose, CA 95125 1408| 286-7074. 
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MMm to discover 
Drakkben—the premier title in the 
Draconian line and the first role playing 
game that comhines FRF themes with the 
most advanced technical wizardry ever! 

Yon have been chosen to lead a hand- 
picked hand of four hrave adventnrers on 
a treacherons jonmey. Your quest: to re- 
claim the mystical jewels from the eight 
dragon princes, resurrect the great 
dragon and restore the primeval realm— 
the source of all magic in the nniverse. 

Never before has there been an ad- 
venture as vibrant with features as real 
as this: 

^ Three-dimensional graphics present a 
fantasy world in which you truly feel 
you're a part. 

"Real-time’ environment renders life- 
like animation with independent 
character interaction. 

More than 150 unique monsters, ogres 
and dragons with over 200 on-screen 
magical spells. 

Personalized characters to match your 
own adventure style— be you scout, 
priest, magician or warrior! 

Available for the IBM''/7C compatibles, Amiga" 
aid Atari ST" Personal Compoter. 


Orakkhen; © & TM 1989 Inff^rames. United Slates and Cana- 
dian copyright Data East USA, loc. Manufactured by Draconian 
under license from Infogrames. Draconian is a trademark of 
Data East USA, Inc. IBM, Amiga and Atari ST are registered 
trademarks of International Business Machines Inc., Commo- 
dore Electronics Ltd., and Atari Corp., respectively. 
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The blitzkrieg that Hitler unleashed 
in 1939 swept across Europe like a 
terrible storm. Now SSI has designed 
a fast, exciting game that allows you 
to simulate the entire war on a grand 
strategic scale — in as short as one 

Storm Across Europe lets you , 
control evoy facet of the wSr. Allocate 


resources for production or advanced 
research; move armies across the map 
to conquer territory; mount amphib- 
ious landings; launch huge U-boat 
campaigns; carry out strategic bomb- 
ing strikes against enemy production 
centers; send raiding fleets against 
opposition shipping; and drop para- 
troop forces on enemy positions. 



COMMODORE 64/128 


STRATEGIC SIMULATIONS, INC 


Multiple scenarios and the 
ability to change starting 
levels for each country allow 
for endless variations. Up to 
three players can play this 
game, with the computer 
controlling the Allies and/or 
the Russians. 



German forces poised for the 
INVASION OF France. 



The overall strategic view of 
Europe and North Africa. 
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P0£S6 THC TRICfifO TO CONTIMOC 


Review each army's strength 
AND EFFICIENCY. 



Obtain industrial capabilities 
FOR each area in EUROPE. 


TO ORDER: Visit your retailer or call 
1-800-245-4525 to charge onVISA/MC. 
To receive SSI's complete product cat- 
alog, send $100 to: SSI, 675 Almanor 
Avenue, Sunnyvale, CA 94086. 


©1989 Strategic Simulations, Inc. 
All rights reserved. 




Taking A Peek 


Electronic Arts 

1820 Gateway Drive 
San Mateo, CA 94404 

ESCAPE FROM HELL: "Rimed entirely 
on location", Hell is a "nice" place to 
visit, but you wouldn’t want to spend an 
eternity there. This fine looking adven- 
ture/quest game is possessed (forgive 
the pun) with devilishly delightful humor 
as the player attempts to rescue his 
buddy from the crags and brimstone of 
Dante’s depths. The characters and en- 
counters are delightful as you party with 
Genghis Khan, parley with A1 Capone, 
catch Hitler trying to take over. (Jltimate- 
ly, the player must confront Satan him- 
self (the trick, of course, is living to tell 
about it). This game is hot in more ways 
than one. IBM ($49.95). Circle Reader 
Service #1. 


Fanfare 

A Division of Britannica Software, Inc. 

345 4th Street 

San Francisco, CA 94107 

TASK FORCE: This is a solid, stand up 
arcade game pitting one against the hor- 
des of evil and nastiness. This time, the 
mob, the skinheads and the drug lords 
have united under the GBG (GItimate 
Bad Guy) Hector Vasquez and are out to 
take over the United States. The player 
(or players, as two can play, one or both 
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Escape from Hell 



Fat Cat Casino 



Blades of Steel 


using the keyboard) are special FBI 
agents with a dirty job to do and inade- 
quate weapons and ammunition to do it 
(guess where the players get the good 
weapons and ammo from). The graphics 
and sound throughout the five US cities 
which must be cleaned up are outstand- 
ing, pushing the Apple lIGS to new 
heights. ($39.95). Circle #2. 


GopherBroke Publishing 

8635 W. Sahara Ave. #505 
Las Vegas, MV 89117 

FAT CAT CASINO: Any casino 
software package that includes in its 
documentation Las Vegas style "How to 
Play / How to Win" booklets for craps 
and blackjack can’t be all bad. While the 
video keno and poker games are virtual 
casino clones (as they should be), 
players can really improve their gaming 
skills with the craps and blackjack 
games. The subtleties and nuances of 



Task Force 



Castlevania 


these two games are included and the op)- 
portunities for player improvement is 
there. A fine, integrated package with 
real casino rules. IBM ($45.00). Circle 
Reader Service #3. 


Interstel 

PO Box 57825 
Webster, TX 77598 

EARTHRISE: This is a large adventure 
game where the player is the top trouble 
shooter for the asteroid mining guild. It 
seems that an asteroid hurling towards- 
Earth cannot be stopped because the sta- 
tion built there with the reverse thrusters 
has been overrun by alien life forms. The 
player has to solve the mystery with 
limited resources (the company which 
sends the player is basically cheap). 2.2 
meg of memory was required to store 
this baby, and extensive mapping and 

Continued on page 69 
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Lucasfilm~ On The Art And Science Of Entertainment 



The game is fantasy. 
The InterlaGe is magic 




Alone on a craggy hilltop, 
high above an island shrouded in 
perpetual mist, your quest begins. 
But tread gingerly, because while 
the world of Loom™ 
is breathtakingly 
beautiful, unspeak- 
able danger awaits 
the unsuspecting. 

Trepidation 
soon gives way to 
bravado as you peek 
inside abandoned 
tents in the village. 

Stumbling over a 
discarded weaver’s 
distaff, you watch in 
wonder as it gradu- 
ally glows and 
resonates with a 
sequence of musical notes. Tenta 
tively at first, you point the staff 




Not all the Guilds welcome strangers. 



A spell weaver’s power is not for 
the sheepish. 


siderable experimentation, you 
may discover the power to see 
in the dark. Or weave straw into 
gold. And eventually find the 
means to leave the 
island itself. 

A fantastic 
odyssey ensues, as 
menacing water- 
spouts, merciless 
dragons and exotic 
cities draw you 
deeper and deeper 
into the fantasy. 
Armed with the dis- 
taff’s magic power, 
you stride fearlessly 
across vast, cine- 
matic landscapes. 
Seeking the arcane 
knowledge possessed by the Great 
Guilds, accumulated and refined 


and repeat the notes. After con- since the dawn of time. 


ndy* Amioa," and Alan ST" personal computers Order direct by calling i-600-STARWARS (1-800-782-7927) in Ihe USA, In Canada, call 1-800-828-7927. C 1990 LucasArts 
Enierlainmenl Company All rights reserved Lucastilm Games and Loom are trademarks ot LucasArts Entertainment Company IBM isa trademark of InternationaJ Business Machines Corporation, 


Available lor IBM*/Tandy^ 


Typing is banished from 
this kingdom. 

Loom is more than a mas- 
terpiece of fantasy storytelling. 
With Loom, Lucasfilm™ Games 
literally redefines the fantasy 
computer game experienee. Sim- 
ple point n’ click actions move 
your character, select objects, and 
perform magic. No cumbersome 
keystrokes, text parsing, maze 
mapping, or inventory manage- 
ment intrude to break the spell. 

We even transport you to 
the Age of the Great Guilds before 
you turn on the computer. With a 
lavishly produced, 30-minute 
drama on Dolby® Stereo audio 
cassette that’s included with the 
game. Recorded by Lucasfilm ’s 
Academy Award-winning 
Sprocket Systems, it introduces 
the characters and sets the scene 
for the impending, epic struggle 
against imposing odds. 

Then it’s full immersion 
into Loom’s 3-Dimensional, scroll- 
ing panoramic landscape. Where 
detailed animation, high defini- 
tion graphics, startling special 
effects and stirring musical score 
combine to create a total environ- 
ment. Captivating you from the 
opening scene to the final climax. 

And your quest for a truly 
magical fantasy adventure is 
finally realized. 



|UCASFIL|y| 











Editorial 


For Mature Audiences Only 

Dr. Johnny L. Wilson 
Computer Gaming World Editor 


T he State of the Industry: Enter- 
tainment is a tricky business. That 
which seems to be harmless fun to 
some viewers, listeners, readers or 
players may be dangerous, irresponsible 
or irreverent to others. That which func- 
tions as a warning or exhortation to 
some functions as insidious propaganda 
to others. Many computer game desig- 
ners are currently examining the ethical 
and philosophical implications of what 
they place in games and are trying to dis- 
cover a plan of action in dealing with 
reality without excluding younger gamers 
or individuals with strong feelings about 
propriety. 

For instance, a game designer who is 
working on a fantasy game wanted to 
know how I, as an evangelical minister, 
justified the use of "magic" in a fantasy 
universe when most evangelicals seemed 
to automatically place even imaginary 
"magic" under the rubric of Satanic 
power. He knew that believers like 
Tolkien, C. S. Lewis, Charles Williams, 
and George MacDonald used "magic" in 
their worlds and wondered how that was 
proper. In a long, convoluted and some- 
what esoteric answer, I essentially stated 
my belief that "good magic" was being 
used as both an analogue for "faith" (in 
antithesis to the empiricism of the 
modern age which asserts that every- 
thing can be tested and repeated) and 
"bad magic" as a paradigm for the "oc- 
cult" desires for power, influence and con- 
trol over everything which tends to 
enslave and destroy the quality of life. 
Therefore, 1 confidently asserted, whether 
"magic" is appropriate in a film, story or 
computer game depends on how it is 
used and portrayed. Yet, in spite of my 
position, there will be people who will 
criticize him for using "magic" in his 
universe for any purpose whatsoever. 
Wilson’s First Homily on Computer 
Gaming Propriety, then, is that whether 
something is "evil" or not depends on 
how one intends the gamer (reader, 
viewer or listener in other art forms) to 
use it. (Gee, I wonder if Stewart Alsop 
got started this way!) 

A publisher recently tried to avert con- 
Page 8 


troversy (or, some have contended, add 
marketing spin) by placing a warning 
label on the package which indicates that 
partial nudity, offensive language and oc- 
cult symbols appear in the game. Before 
the game is prematurely Judged, how- 
ever, let me note that all of the action in 
this game takes place in the theological 
dimension of eternal punishment. Criticiz- 
ing a designer, whatever his taste in sul> 
ject matter, for placing occult symbols in 
"hell" may be something like my own ex- 
perience of directing Jean-Paul Sartre’s 
"No Exit" as a drama project at a Baptist 
college. Some were offended because 
there was an adulteress and a 
homosexual in the play. "I don’t under- 
stand the problem," 1 answered with the 
emphatic sense of being right that seems 
to have an inverse relationship with the 
aging process, "they are, after all, in 
hell!" Although I might not be quite that 
indelicate during my present state of 
editorial wisdom, Wilson’s Second Homi- 
ly on Computer Game Propriety is that of- 
fensive words, actions, mannerisms or 
depictions need to fit the subject matter 
they are portraying. 

Another example for this second homily 
was provided by Lord British. It seems 
that there is a bawdy song in Ultima VI 
that has raised a few eyebrows. Some 
have suggested that it is inappropriate 
for Lord British, who has personally 
championed the presentation of virtue in 
role-playing games, to include such 
ribald matter. Such a charge is some- 
what unfair. After all. Middle English poet 
Geoffrey Chaucer (writing in a similar cul- 
ture to that Britannia which is depicted in 
the Ultima series) included both "al- 
legro" tales of ribald behavior and refer- 
ence with sermonic "intermezzos" of 
authentic theology. The bawdy song 
seems to follow my second homily. 

Still another issue was recently brought 
to our attention when viewing an un- 
finished adventure game. In a seedy un- 
derworld locale, there is an incredible 
animation of an adult-oriented nightclub 
dance being performed on-stage. It fits 
the setting, sets the mood and is unques- 
tionably suggestive. The producer correct- 


ly allowed the scene to remain in the 
game. However, in a dialogue in the 
same nightclub scene, a seedy character 
uses a mild expletive. The writer of the 
script received an admonishment for 
using the expletive and was told to 
remove the word and substitute a 
euphemism (a euphemism which does 
not ring true to the character). 

This brings us to Wilson’s Third (and 
perhaps, most controversial) Homily on 
Computer Game Propriety. While we 
need to reach the point where the art of 
computer game design is not bound by 
fear of vigilante vigilance over the trans- 
gressions of straitjacketed virtue and 
reduced to the lowest common 
denominator, we still need to find some 
balance between what is meaningful and 
what is gratuitous. We still need some 
kind of standardized labeling that tells 
customers exactly what might be con- 
sidered offensive in a particular product 
(language, violence, nudity, belief sys- 
tems, etc.). 

State of the Magazine: Alert readers 
of CGW have probably already noticed 
the July/August date on the cover of this 
issue. This does not mean, however, that 
we are going to shortchange our readers 
(or advertisers) by an issue. There will 
still be twelve full issues of CGW during 
calendar year, 1990. The fact is, the Sep- 
tember issue of CGW will go on-sale in 
mid-August. We had to change our cover 
date to reflect expanded and more ag- 
gressive distribution through Kable 
News, one of the country’s largest nation- 
al distributors. In short, we will have near- 
ly tripled our circulation by the time you 
read the next issue and you should be 
seeing us in more stores. Publisher, 
Founder and Editor-in-Chief Sipe and 1 
firmly believe that Computer Gaming 
World’s commitment to covering the 
world of computer entertainment as adult 
gamers writing to mature gamers will be 
as well-received in the mass market as it 
has in a more niche market. 


Computer Gaming World 
Cirde Reader Service # 27 » 




WHICH WOULD YOU RATHER FACE-OFF AGAINST? 

Konami® introduces two more ruthless opponents 
for your home computer. 

Whetheryou want to get crushed against the boards or have 
your body drained of blood, the choice is yours. 



Blades of Steel is available for Commodoref 
IBM* and Amiga? 


In Blades of Steelf control ice-blistering speed and 
momentum, as you fire the puck past tenacious defenders, 
duck punches thrown by high-sticking enforcers or 
even protect the net from 100 mph penalty shots. 

And in Castlevaniaf journey through the most 
horrifying maze of evil ever devised, battling unearthly 
creatures with your mystic whip and masterful senses 
until you come face-to-fang with the death defying 
Count Dracula. 

So grab your hockey stick and silver cross, then go 
head-to-head against the kind of competition you've 
dreamed about. 

And feared. 


KONAMI 


Castlevania Is available for Commodore and 
IBM. Available for Amiga Fall 1990. 


Konami Inc. |708)215-511l Blades of Steel® and Castlevania* are registered trademarksofKonami Inc. Konami® Is a registered trademark of Konami Industry Co., Ltd. ©1990 Konami Inc. 





Game Hints 



Scorpion ’s ‘2a/e 


CircuiVs Edge 

As Told By Scorpia 


W arning: Although "The Scorpion's Tale" is a warm and 
comfortable tavern of the mind with a nice cozy fire 
of vibrant images, our resident storyteller conjures up 
illuminating hints about games. If the gentle reader eschews 
hints, let him beware! 

Well, well, here we are in July already. The year certainly 
seems to be moving along at a good clip. . . As usual, Fred is 
looking forward to the annual Grues Convention in the Dark 
Room of Colossal Cave, so he may be a little absent-minded 
about orders right now. As long as he doesn’t mistake your hand 
for a snack, though, everything should be all right. If he should 
happen to nosh on your knuckles, however, no problem; a quick 
trip to the medical clinic in the Budayeen will set things to rights. 

The Budayeen is the setting for Circuit’s Edge, written by 
George Alec Effinger and based on characters from his science 
fiction books When Gravity Fails and A Fire in The Sun. You 
do not, however, need to read them in order to play the game, 
as the action in Edge takes place between them, so to speak. 

You might learn a bit more about the characters, but it won’t 
help to solve the mystery. 

Anything can happen in the Budayeen, and usually does. It is a 
walled-off slum sector of an unnamed Arab city. Crime of all 
kinds is rampant. Anything— from weapons to sex to the body 
beautiful— can be bought for a price. 'TTiis delightful place is over- 
seen by Friedlander Bey, popularly called "Papa", a man of great 
wealth and power. 

Papa, however, has a problem. Someone walked off with a 
notebook of his, and he wants it back very badly. He has hired 
Marid Audran, a sometimes private investigator, to retrieve it. 

The twisting trail of treachery, bodies and even more unpleasant 
things that leads to this notehxsok makes up the action of the 
game. 

It is a sort of mystery, then, although not of the usual variety. 
You don’t have to worry about collecting a bunch of clues for the 
police. Papa could care less about that. All you have to do is find 
the notebook and bring it to him. Should you need to kill a per- 
son or two along the way, well, business is business (and action 
is action!). As long as you have Papa on your side, the police are 
the least of your worries. 

There are some nice features here, and one that will set your 
teeth on edge. Mapping is a breeze. The Budayeen is small, 
being only sixteen blocks wide, so you can’t get lost. You can 



call up an overall map of the place at any time to see your exact 
location (there is also a map in the game booklet). A little map 
box in the lower right shows your location and direction while 
you’re walking around. So you can put away your graph paper 
for this one. 

Another neat thing is Marid’s ability to "recall events". Choosing 
this from the menu (everything except movement is menu- 
driven) allows you to scroll back through the last fifty events of 
importance in the game. The only drawback is that you have to 
go through them one by one, starting with the most recent; you 
can’t pick and choose. However, if you didn’t take good notes 
(for shame!), you can use this feature to refresh your memory. 

Saving the game is another matter. You can save only in 
Marid’s apartment, and you get only one save position. Why only 
one (especially when the save file is very small) is a mystery that 
you won’t be able to solve. . . just keep it in mind. On the bright 
side, you can restore your position from almost anywhere in the 
game; you don’t have to be "at home" to do this. 

Money is important in this game. Marid needs it to buy various 
items, hand out bribes, and eat a meal now and then. He starts 
with some, but it isn’t much. Papa will provide some kiam (the 
unit of currency in the game), and Marid can run a few errands 
for a couple of the merchants to make more. 

The quickest way to build up cash, however, is to gamble at 
either baccarat or roulette. 1 preferred baccarat, as it played 
faster, and you can make higher bets (the games, as far as 1 
could tell, were honest). Naturally, you should save before you 
start a gambling session, in case you have a run of bad luck. 
However, with a little good luck and some patience, you can 
build up your initial two hundred or so kiam into quite a tidy sum. 

Since the game is set in the future (although not too far), you 

(Continued on page 22) 
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The Maturation of Computer 
Entertainment: 


Warming The 
Global Village 



Commodore's CDTV system with optional accessories 


O nce upon a time, there 
were four very different 
markets for computer 
entertainment. First, there was 
the United States market which 
was floppy disk-based, made 
up of sophisticated game 
players from young adulthood 
on up and fairly limited in 
terms of gross sales revenue. 
Second, there was the 
European market. This market 
was largely composed of 
younger gamers who managed 
to get hold of lower end 
machines, depended on tape 
storage and purchased lower- 
priced, shorter games that 
tended to hit the market and 
disappear faster than last 
month’s hit record on the 
Billboard charts. Next, there 
was the Japanese market. This 
market emphasized glossy 
graphics, intense action sequen- 
ces, cinematic sound and in- 
credible marketing campaigns 
waged by prodigious con- 
glomerates such as those of us 
in the United States are only 
used to seeing in the film in- 
dustry. 

Finally, there was the 
videogame market. Largely 
composed of children, pre- and 
early teens (predominantly 
male), this market was highly 
peer-influenced, geared to the 
"twitch and flex" of pure reflex 
games, insensitive to the un- 
realistic use of violence in a 
massive percentage of these 
games and tremendously sus- 
ceptible to the mechanizations 
of mass merchandising. It was 
an accepted piece of industry 
wisdom that these four dif- 
ferent worlds would never meet. 

Yet, over the course of the 
last two years, in particular, we 
have seen these worlds coming 
together. There are so many 
overlapping spheres of in- 
fluence between these worlds 
that some of our favorite 
axioms are melting away 
before our eyes. No longer are 
we able to flatly state that "We 
cover computer games, not 
video games". We would 
sound nescient (to say it gent- 
ly) and ignorant (to say it blunt- 
ly) to continue to assert that 
"European games and video 
games do not have the depth 
which our portion of the enter- 
tainment industry’s product 
have". Indeed, "the times they 
are a’changin’" and while there 
may still be a kernel of truth in 
what has, heretofore, been 
CQW’s position (and particular- 
ly, its present editor), this is no 
longer entirely true. 


The Times, They 
Are A’Changin’ 

For example. Spectrum 
HoIoByte scored a critical, 
commercial and popular suc- 
cess with Tetris. So many new 
computer users became ad- 
dicted to this fascinating puzzle 
game that it not only spawned 
sequels from the same desig- 
ner (last year’s Welltris and 
this year’s Faces . . . TRIS III), 
but a host of imitators who, in 
turn, added their own spin to 
the concept. California 
Dreams publishes Block Out, 
a three-dimensional ac- 
tion/strategy puzzle game that 
originally appeared in this 
country before Welltris (3-D 
Tetris) and also appears in a 
coin-op version. UbiSoft is 
working on an action puzzle 
using flaming orbs and steel 
balls which seems a lot like a 
"lightning round" of Tetris. 
Taito has a fast-moving puzzle 
game called Puzznik which ad- 
vances beyond the pure Tetris 
concept by including many 
types of action puzzles, but 
which was undoubtedly in- 
spired by the Soviet game. The 
afore-mentioned Faces . . . 

TRIS III is Tetris, using por- 
tions of the faces of famous 
characters (real and fictitious) 
as the building blocks in trying 
to form both familiar and un- 
familiar faces. 


However, the most intricately 
crafted approach to the Tetris- 
style game which was dis- 
played at the show was 
Columns, a Sega Genesis 
product using colorful jewels 
as the building blocks and al- 
lowing players to score via 
diagonals, verticals and S- 
shapes, as well as the tradition- 
al horizontal wall seen in the 
original Tetris. Another ex- 
ample of this merging industry 
phenomenon may be seen in 
sports games. TV Sports: Foot- 
ball on the NEC TurboGrafx 
16 may not have all the 
chrome and depth of the 
Cinemaware versions (no half- 
time show, roster editors or 
statistical summaries), but it 
plays twice as fast as the com- 
puter versions and allows up-to- 
Tive players to compete by 
using one of the TurboQrafx’s 
many hardware enhancements. 
Sega’s Super Monaco Grand 
Prix may not have the detailed 
polygon-filled backgrounds of 
Electronic Arts’ state-of-the- 
art Indianapolis 500: The 
Simulation (much less offer 
the realistic physical model run- 
ning underneath the EA 
game), but the bit-mapped 
graphics on the car itself are 
getting there and Spectrum 
HoloByte’s Ve££e.' looks like 
it’s going to give Sega a 
legitimate racing simulation on 
the Genesis platform. 


Meanwhile, the traditional Nin- 
tendo Entertainment Sys- 
tem seems to be discovering 
game depth as Data East’s Al 
Unser Jr. Turbo Racing offers 
an extremely balanced blend 
of race/car strategy and flat- 
out "pedal to the metal" action. 
The times, they are a’changin’. 

To be sure, video game 
manufacturers tend to pitch 
their games in the buzz words 
of a younger audience; "boss 
monsters with larger sprites"; 
"awesome sounds the other 
guys can’t touch"; "ability to tar- 
get on multiple-scrolling axes" 
and "really, cool action". Yet, 
the introduction of third party 
developers from the floppy- 
disk based world of computing 
cannot help but introduce new 
ideas of "gameplay" and 
"depth" into the overall equa- 
tion. Games like: Electronic 
Arts’ Populous, Accolade’s 
Ishldo: The Way of the 
Stones and MicroProse’s F-15 
Strike Eagle II on the 
Genesis; Koei’s Genghis 
Khan and Bandit Kings of An- 
cient China, as well as 
Electronic Arts’ new "Michael 
Jordan" sports games under 
development on the NES, and 
ICOM’s Sherlock Holmes Con- 
sulting Detective game on the 
TurboGrafx 16 with CD-ROM 
cannot help but advance the 
idea of gameplay on the video 
game front. 

CD Or Not TV 

One technological advance- 
ment that is sure to affect all 
four worlds of computer enter- 
tainment (as well as bring 
them together) is compact disc 
storage. Commodore hosted a 
press conference in the world- 
famous Wrigley Building to offi- 
cially announce CDTV (Com- 
modore Dynamic Total Vision). 
Expected to be on the market 
before the end of the year with, 
at least, 100 computer enter- 
tainment, education and refer- 
ence titles and supporting the 
anticipated 300+ Compact 
Disc Plus Graphics (CD+G) of 
the music industry, CDTV 
looks potentially viable. In fact, 
the only disparaging words to 
be heard concerning the 
machine had to do with 
Commodore’s abysmal record 
of customer and technical sup- 
port in the past. 

Commodore has already 
started to address these issues 
with its Commodore Express 
program of 24-hour telephone 
support and the willingness to 
have Federal Express pick up 
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one’s malfunctioning machine 
and send it to the factory ser- 
vice center on a priority basis. 
This support system is already 
in place for the Amiga and will 
be utilized for CDTV, as well. 

CDTV is basically an Amiga 
500 with one megabyte of 
RA/vi. It has no keyboard, but 
has a Compact Disc drive that 
can read ISO 9660 standard 
computer data, as well as the 
CD+Q standards. It is operated 
with an infrared remote control- 
ler and is designed so that it 
can be operated from across 
the room, just like one acces- 
ses the television, VCR or CD 
player. If so desired, one can 
add a disk drive, keyboard and 
mouse in the future in order to 
use the machine as both a 
CDTV and Amiga 500. Nolan 
Bushnell, credited by many as 
the father of the video game in- 
dustry, believes that CDTV will 
really become the information 
center for the home of the fu- 
ture that many people had 
hoped the personal computer 
would be. 

Development of entertain- 
ment products for the CDTV is 
well under way. Since Intei^ 
play has already developed 
Battlechess on a CD (with 
literally thousands of anima- 
tions) for the FM-Towns 
machine, they will be releasing 
a similar Battlechess CD for 
the new Commodore machine 
seems a certainty. 

Cinemaware has already 
placed a version of Defender 
of the Crown on CD-ROA4 and 
expects to place that version 
on CD for the new machine, as 
well. However, the CD version 
of TV Sports: Football for the 
new machine is expected to be 
a new, full-blown program. Ac- 
colade is expected to offer a 
Jack Nicklaus program that 
will feature real scenery and up 
to 8,000 photos. In addition, 
one can expect that programs 
being prepared for other CD 
platforms, such as 
Activision’s Cosmic Osmo, 
Maxis’ SimCity, Three-Sixty’s 
Harpoon and ICOM’s Sher- 
lock Holmes Consulting 
Detective will soon be con- 
verted. 

Those who do not wish to 
wait for compact disc entertain- 
ment products have two cur- 
rent options. Those who can af- 
ford the price of a standard CD- 
ROM drive for the IBM will find 
that Software Toolworks and 
Access Software have en- 
larged your potential library of 
CD-ROM games by putting out 
game packs of several classic 


titles. The Access involvement 
with CDs is exceptional news 
because they can take the 
audio signals (DSP files) off 
CD tracks and convert them to 
RealSound code. In addition. 
Sierra unveiled two CD-ROM 
titles for MS-DOS machines 
that had tremendous potential. 
Mixed-Up Mother Goose CD- 
ROM uses the extremely effec- 
tive technique of digitizing 
backgrounds from colorful 
paintings (as in Keeping Up 
With Jones. It is basically the 
same game as before, except 
that it has enhanced graphics 
and a neat surprise with regard 
to the voicetrack. Mixed-Up 
Mother Goose comes with 
both an English and Japanese 
voicetrack on the same CD. 
Don’t expect the Japanese 
voicetrack to come across as a 
poorly dubbed, B-movie, how- 
ever. Both versions have the 
voices synchronized with the 
animation. Sierra plans to 
release multiple language ver- 
sions of future CD products, as 
well (English, Japanese, 

French and German). King's 
Quest V will be released in CD- 
ROM format, too. It uses the 
same type of painted back- 
ground look and a full 
cinematic perspective. With 
multiple language versions, 
three of the four worlds of com- 
puter entertainment come even 
closer together. 

Yet another indication of how 
the four worlds are coming 
together is the TurboGrafx CD- 
ROM drive which is currently 
on-sale. Cinemaware’s It 
Came From The Desert with 
digitized film footage (of live ac- 
tors) is nearing completion on 
that format and ICOM’s impres- 
sive version of Sherlock Hol- 
mes Consulting Detective 
(complete with digitized 
footage and sound) looks like 
it will be ready by Fall, 1990. 

In the meantime, one of 
Japan’s hottest action/adven- 
tures, Vs (both volumes one 
and two), is now available for 
the TurboGrafx 16 on one com- 
pact disc. 

As noted in CGW’s report on 
the Winter Consumer 
Electronics Show, the Turbo- 
Grafx 16 CD-ROM device plays 
CD+G discs, as well. This is 
very significant because the 
company has just signed a 
major development deal with 
Warner New Media to create 
products which utilize the 
CD+G technology to create in- 
teractive entertainment. For ex- 
ample, one could use a menu- 

(Continued on page 41) 
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CALL 800 753 GAME 


CHIPS & BITS 


CALL 800 753 GAME 


MS-DOS 

ACTION / ARCADE 

DRAGON'S LAIR $39 
Airborne Ranger $28 
Artura $34 

Barbarian $28 

Batman $28 

Battlehawks 1 942 $34 
Budokan $34 

Day of the Viper $33 
Dr Doom's Revng $25 
Dragons of Flame $28 
Fire Power $24 
Gauntlet 11 $34 

Grave Yardage $25 
Fleroes of Lance $28 
Indy Jones Action $28 
If It Moves Shoot $25 
Low Blow $28 

Marble Madness $16 
Miami Vice $28 
Obliterator $28 
Pipe Dream $28 
Powerdrome $28 
Prophecy I $28 
Puffy's Saga $25 
Qix $25 

Savage $25 

Silpheed $24 

Speedball $28 

Starglider II $31 
Superman $28 
Tetris $24 

Terrorpods $28 
Thexder $24 

Tunnels Armgddn $28 
Vette $33 

X-Men $25 

Zany Golf $16 

STRATEGY 

BREACH II $28 
Anc Art War $31 
Anc Art War Sea $31 
Archipelagos $28 
Bal. of Power '90 $34 
Bal. of the Planet $34 
Bandit Kings Ch. $40 
Breach $28 

Centurion $34 

Defender Crown $28 
DRAGON Force $34 
Empire $33 

Genghis Khan $40 
Gold Americas $28 
Guns & Butter $34 
Hidden Agenda $41 
Nobunaga Ambit. $41 
Nuclear War $34 
Ogre $19 

Omega $34 

Paladin $28 

Populous $34 

Promised Lands $14 
Railroad Tycoon $41 
Reach for Stars $31 
Romance 3 King $46 
SlmCity $33 

Slmcity Editor $15 
Space MAX $41 
Starfleet 1 $34 

Starfleet 11 $41 

Stellar Crusade $34 
Sword of Aragon $28 
Visions Aftermath $28 
Worlds at War $30 


MS-DOS 
ROLE PLAYING 

STARFLIGHT II $29 
2400 AD $28 

Ancnt Land of Ys $31 
Bad Blood $28 
Bard's Tale I $16 
Bard's Tale II $19 
Battletech $34 

Champions Krynn $34 
Curse Azure Bond$34 
DeathBringer $28 
Dragon Strike $34 
Dragon Wars $34 
Escape from Hell $34 
Faery Tale $31 
Hilisfar $34 

Keef the Thief $28 
Keys to Maramon $34 
King's Bounty $28 
Knights of Legend $34 
Legacy Ancients $22 
Magic Candle $34 
Mechwarrior $33 
Megatraveller $37 
Might & Magic II $33 
Moeblus $41 

Pirates $31 

Pool of Radiance $34 
Psychic War $28 
Scavengers $34 
Sentinal Worlds $34 
Space Rogue $34 
Star Command $19 
Starfllght I $19 

Sword of Samurai $37 
Times of Lore $28 
Ultima Trilogy $39 
Ultima IV or V $39 
Ultima VI $44 

Wasteland $16 
WIndwalker $28 
Wizardry Trilogy $34 
Wizardry IV $41 
Wizardry V $34 
epnPTQ 

OMNI HORSE $29 
4th & Inches $15 
B ball Challenge $28 
Ferrari Formula 1 $28 
Gretsky Hockey $36 
Gretsky League $28 
Hardball II $28 

Indianapolis 500 $34 
Jordan vs Bird $1 9 
Lakers vs Celtics $34 
Madden Football $34 
Madden Team $19 
Mean 1 8 $30 

Mean 18 Disk 2 $15 

Mean 1 8 Disk5&6 $25 
NFL Challenge $60 
NFLPre90 $19 
Nicklaus Great 18 $34 
Omni Basketball $34 
Pro Tennis Tour $28 
Reel Fish'n $34 
Superstar Hockey $28 
TV Sports BaseBII$34 
TV Sports Footbll $34 
WC Leader Board $35 
WC Courses 1,2, 3$1 5 
Weaver 1 .5 $28 

Commission. Dlsk$16 
1989 Team Disk $16 


MS-DOS 

WARGAMES 

BATTLE TANK $34 
Action Stations $34 
Ancient Battles $32 
Battles Napoleon $34 
Civil War 1 , 2, 3 $28 
Decis. Gettysburg $35 
Fire Brigade $35 
General Quarters 
All Titles $30 
Gettysburg:Trn.Pt $41 
Halls Montezuma $32 
Harpoon $41 

Harpoon Set 2 $22 

Harpoon Editor $28 
Kampfgruppe $41 
Panzer Battles $28 
Patton V Rommel $1 6 
Red Lightning $41 
Rommel N Africa $28 
Second Front $41 
Shlloh:Grant Trial $28 
Simulations Canada 
All Titles $41 
Storm Acr Europe $41 
Strike Fleet $16 
Under the Ice $30 
Wargm Cnstrctn $1 9 
Warship $41 

Waterloo $41 

White Death $33 

SIMULATION 

SILENT SERV. II $39 
688 Attack Sub $34 
A-10 Tank Killer $33 
ATP $39 

Blue Angels $33 
Carrier Command $31 
Cycles Grand Prix$28 
F15Strk Eagle II $37 
FI 6 Combat Pilot $34 
FI 9 Stealth Ftr $44 
Falcon $34 

Falcon AT $39 

Falcon Mssn Disk $18 
Gun Boat $33 

Gunship $34 

Heatwave $28 

Hunt Red October$22 
Jet $33 

LHX Attack $41 
Life & Death $34 
Ml Tank Platoon $43 
Rapcon $34 

Red Storm Rising $35 
Search for Titanic $25 
Silent Service 1 $15 

Steel Thunder $28 
Strike Aces $34 
Tank $34 

Test Drive 11 $30 

CA, Euro Chall. $15 
Muscle Cars $15 
Super Cars $15 
Their Finest Hour $41 
Thunder Chopper $28 
Tracon $34 

Wolfpack $34 


MS-DOS 

ADVENTURE 

LOOM $36 

Arthur Qst Excibr $28 
B.A.T. $34 

Black Caldron $28 

Brain Blaster $28 


AMIGA 

ROLE PLAYING 

DRAKKHEN $36 

Bard's Tale II $42 

Battletech $34 

Champions Krynn $34 
DeathBringer $28 


Carmen Europe? $30 Dungeon Master $28 

Carmen Time? $30 Federation $34 

Carmen USA? $30 Hilisfar $34 

Carmen World? $27 Keef the Thief $34 

Code NmJceman $38 Lords Rising Sun $30 


Col's Bequest $38 
Conq. Camelot $38 

Crime Wave $39 

Earthrise $34 

Gold Rush $28 
Harley Davidson $34 

Hero's Quest $38 

Hostage $28 

Indy Jones Adv $35 
Joan of Arc $31 
Journey $34 

King's Quest l-IV $34 
The Kristal $34 
Leisure Suit I $28 

Leisure Suit II, III $38 
Licence to KIN $26 
Manhunter NY, SF$33 
Maniac Mansion $31 
Mean Streets $38 

Murder Club $28 

Neuromancer $31 
Night Hunter $25 
Police Quest 1, II $34 
Rocket Ranger $34 
Shogun $40 

Space Quest I, II $34 
Space Quest III $37 
Star Saga I or II $34 
Startrekdll, IV $28 
Startrek V $33 

Startrek:Next Gen $34 
Third Courier $34 
Three Stooges $34 
Uninvited $28 

Universe 1, 11,111 $34 

War Middle Earth $34 
Zak McKracken $31 
Zork Zero $38 

TRADITIONAL 

G.SLAM BRIDGE $36 
Battlechess $31 
Bridge 6.0 $28 

Chessmstr 2100 $34 
Clue $28 

CrIbbage/GIn Kng $28 


Diplomacy 
Fool's Errand 
Living Jigsaws 
Monopoly 
Puzzle Gallery 
Risk 

Sargon IV 
Scrabble 
Scruples 
Shanghai 
Solitaire Royale 
Trivial Pursuit 


r'U IP<i Ar RITC 

POBox 234 Rochester VT 05767 
802-767-3033 800-753- GAME 

Visa & MC accepted. Add $3 per order for shipping. 
First title in each group at this price one month only. 


Might & Magic II $41 
Moeblus $41 

Pirates $31 

Pool of Radiance $34 
Space Rogue $34 
StarCommand $34 
Starflight I $34 

Swords of Twilight $34 
Times of Lore $28 
Ultima IV $41 

WIndwalker $28 

SIMULATION 

FALCON $29 

688 Attack Sub $34 
ATP $39 

Blue Angels $33 
Cycles Grand Prlx$34 
FI 6 Combat Pilot $34 
Falcon Mssn Disk $18 
Gunship $34 

Heatwave $28 

Hunt Red October$22 
Jet $33 

Silent Service I $15 
Test Drive II $30 
CA, Euro Chall. $15 
Muscle Cars $15 
Super Cars $15 
Their Finest Hour $41 
UFO $33 

ACTION / ARCADE 

SHADOW BEAST$26 
Aquanaut $28 

Artura $34 

Batman $34 

Battlehawks 1 942 $34 
Budokan $28 

Day of the Viper $33 
Dragon's Lair 1, 11 $41 
Dragons of Flame $28 
Fire Power $17 
Heroes of Lance $28 
Indy Jones Action $28 
Marble Madness $18 
Nevermind $26 
Pipe Dream $28 
Powerdrome $28 
Puffy's Saga $25 
Speedball $28 
Terrorpods $28 
Tetris $24 

Thexder $24 

Tunnels Armgddn $28 

TRADITIONAL 

CHESS 2000 $27 

_ Bridge 6.0 $28 

’ Battlechess $31 
Clue $28 

Cribbage/Gin Kng $28 
Monopoly $28 

Risk $28 

Scrabble $28 


AMIGA 

STRATEGY 

BREACH 11 $28 

Archipelagos $26 
Bal Power '90 $34 

DRAGON Force $34 
Defender Crown $34 
Empire $33 

Genghis Khan $40 
Imperium $28 

Nobunaga Ambit. $41 
Nuclear War $34 
Paladin $28 

Populous $34 

Omega $34 

Reach for Stars $29 
Romance 3 King $46 
SimCity $33 

Sword of Aragon $28 

WARGAMES 

BATTLE TANK $34 
Blitzkrieg 1MB $38 
Fire Brigade $35 
Overrun $41 

Simulations Canada 

All Titles $41 
Storm Acr Europe $41 
Waterloo $41 

White Death $41 

SPORTS 

WC LEADR BRD $26 
4th & Inches $15 
Ferrari Formula 1 $35 
Gretsky Hockey $36 
Nicklaus Great 1 8 $34 
Omni Basketball $34 
Omni Horse Race $34 
Pro Tennis Tour $28 
TV Sports B Ball $34 
TV Sports Footbll $34 
WC Courses 1,2, 3$1 5 
Weaver Basbil 1 .0$34 

ADVENTURE 

ROCKET RANGR$19 
Arthur Qst Excibr $34 
B.A.T. $34 

Black Caldron $28 
Brain Blaster $28 
Carmen Europe? $34 
Carmen USA? $34 
Carmen World? $31 
Chronoquest 1,11 $34 
Indy Jones Adv $35 
It Came Desert I $34 
It Came Desert II $18 
Joan of Arc $31 
Journey $34 

King's Quest l-IV $34 
Leisure Suit 11,111 $38 
Manhunter NY, SF$33 
Maniac Mansion $31 
Mean Streets $31 
Night Hunter $25 
Neuromancer $31 
Police Quest I, II $34 
Scl Mutant Prstss $31 
Shogun $41 

Space Quest I, II $34 
Space Quest III $37 
Third Courier $34 
Three Stooges $34 
War Middle Earth $34 
Zak McKracken $31 
Zork Zero $38 
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Review 


I t was a mob scene at 
Chicago’s Meigs Fieid. An 
aviation museum was 
sponsoring an auction of 
vintage aircraft in order to 
sustain its operations and I 
wasn’t about to miss any of 
it, even if I didn’t have the 
hundred thousand dollar 
deposit required for buyers to 
attend the auction. 


So, I merely appropriated a 
pair of overalls with an ap- 
propriate aviation service’s 
name emblazoned on the 
back and hopped a fence 
separating the airport and 
the museum proper. I duck- 
ed into the hangar closest to 
the auction, intending to find 
a window close enough to 
see and hear what was going 
on. Of course, 1 wasn’t expecting to 
come face-to-prop with a B-52E, reminis- 
cent of the one in Dale Brown’s Flight of 
the Old Dog. It reminded me that Three- 
Sixty is planning to publish a game 
based on the Dale Brown novel. 


The 

Rumor 

Bag 


by "Pappy" Doolittle 



1 was lovingly admiring her fuselage 
when 1 heard the first plane going under 
the gavel. 1 tiptoed over to the window 
and listened as the auctioneer began his 
spiel for a Grumman-built F4F-4 Wildcat. 

1 could just imagine the plane taking off 
from a carrier deck during some of the 
action in the Pacific. In fact, I vowed quiet- 
ly to myself that I would be more careful 
with such magnificent planes during my 
next session of Strategic Studies 
Group’s Carriers At War. I still play the 
Apple II version, but I’m really excited 
about the much enhanced IBM version 
due prior to the end of the year. Besides 
having an improved artificial opponent, I 
can’t wait to see the enhanced graphics. 

A fellow who looked amazingly like 
Wild Bill Stealey was bidding on a P-51 


☆☆☆☆☆☆☆☆☆ 



APPLE, IBM 



SEND S A S.E OR CALL POR DETAILS ' 

GENERAL QUARTERS SOFTWARE 

P.O. BOX 1429 
TORRANCE, CA 90505 
i (213) 547-0597 
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and I couldn’t stand the suspense, so I 
looked into the bomb bay of the moth- 
balled bomber. I noticed a strange piece 
of machinery inside. Since I’d just talked 
to Anita Sinclair of Magnetic Scrolls 
about her father’s role in getting the Enig- 
ma machine (codenamed "Ultra") which 
cracked the Axis’ coded signals during 
World War II, I wondered if this machine 
had a similar purpose. 1 fed some cryptic 
messages I’d palmed in the Silicon Valley 
through it and came up with several 
preposterous rumors. According to the 
machine, one note said that Three-Sixty 
was planning to publish a World War II 
version of Harpoon, another indicated 
that SSG was planning to release a 16- 
bit version of Russia, called Barbarossa, 
by September and Operation Overlord 
(based on the Barbarossa system) by 
late July; and still another indicated an 
August ship date on Interceptor, the first 
Renegade Legion game from Strategic 
Simuiations, Inc.. 

In fact, I would probably still be there, 
frantically breaking cyphers from 
Mediagenic’s industrial espionage . . . er 
. . . marketing department, except that 
two beer-bellied ex-linebackers (otherwise 
known as security guards (otherwise 
known as "rent-a-cops")) crashed through 
a hangar door and told me to "reach for 
the sky", an aerobics exercise which is 
not fun anywhere, much less inside a B- 
52 bomber. 

They frisked me, handcuffed me and, 
just between us, beat me about the head 
a bit. Good thing that bag I wear has pad- 
ding, huh? They asked me what I was 
doing there and 1 admitted that I had 
trespassed long enough to see the auc- 
tion. They asked me what I was doing in 
the B-52 and I explained that I was trying 
to get the facts about BattleTech II. Talk 
about breaking a code! These guys loved 
both BattleTech and MechWarrior and 


couldn’t wait to hear about 
the: 256 color palette, AdLib 
and Roland sound support, 
addition of more than 50 new 
types of ’mechs, use of air 
units and infantry support, 
and capacity for command- 
ing up to twelve combat units. 

1 almost convinced them to 
unlock my handcuffs and let 
me go when I told them that 
BattleTech II would include 
20 different scenarios, each 
one building on the ones 
before. They were practically 
salivating when I told them 
that the play is balanced so 
that the game begins with 
one-on-one command, 
moves to multiple unit com- 
mand and Finishes up in a 
strategy game where 
resource allocation between units forms 
the difference between winning and 
losing. 

Then, their supervisor stepped in. Even 
in plain clothes, he looked like your typi- 
cal spook (a spy by any other name). 

"So, this is the perpetrator?" he asked. 
The others quickly affirmed my guilt. He 
turned to me and demanded information. 
"What did you see?" he shouted. 

"Well," I answered, rather intimidated, "I 
saw some of the notes for Accolade’s Al- 
tered Destiny. Apparently, some guy 
named P.J. Barrett gets sucked into his 
television set and finds an alternate world 
with all sorts of weird and twisted loca- 
tions like The Forest of Dreams, The 
Roating Island, The Caverns of Fear, The 
Caves of Death and Yula Graveyard. 

Only an ex-lnfocom designer could come 
up with such strangeness." 

"I’m talking about real life!" he chal- 
lenged me. 

"Well, 1 do know that MicroProse’s 
Covert Action, their long-awaited spy 
game is nearing completion." His eyes lit 
up and I knew I had his attention. "1 think 
they’re really planning to do some inter- 
esting things with the non-player charac- 
ters." 

He was obviously waiting for me to go 
on, but I couldn’t go on. The only other 
product I could have mentioned was 
MicroProse’s space game, but I didn’t 
know exactly what they were going to do 
with it. So, I did something atypical. I 
kept my mouth shut. 

He turned to the other guards. "Let him 
go," he commanded, "if we don’t let him 
get to CES, we’ll never Find out about 
some of these games." He shook his 
head and walked out as I thanked my 
lucky stars for having such a great job. 


Page 14 


Computer Gaming World 
Grde Reader Service #30 » 




Another Great Game From Japan 



15 ADVENTURES IN ONE 
4. GREAT GAME I 


NEW LEVELS 
OE GAME REALITY 

Create up to 20 characters and watch 
them grow in power and ability as they 
meet the challenge of each quest. They’ll 
even mature in appearance as they earn 
the experience that comes with years 
of adventuring. 

NEW DIRECTIONS 
IN GAME PLAY 

Use wits, muscle and magic against a 
wide spectrum of enemies, from fantastic 
dragons and monsters to evil sorcerers 
and wicked thieves. 7 magic elements 
combine to form powerful magic spells. 


I f you enjoy the action of arcade 
games and the challenge of 
role-playing games, you’ll love 
SORCERIAN. Sierra and Nihon Falcon 
bring you Japan’s Best-selling adventure 
game — with 15 thrilling scenarios, 
characters you create yourself, and over 
100 magic spells to use against more that 
600 enemies, SORCERIAN is the most 
exciting Japanese import yet. 


WHERE NO GAME 
HAS GONE BEFORE 

Stunning graphics and an original 
soundtrack from Japan help make 
SORCERIAN one of the best gaming 
experiences around. 15 separate 
adventures make it a game you can play 
again and again. SORCERIAN — a 
facinating new dimension in 
computer games! 


52 vou 

HANT TO GO'? 


honorable brave ONI 
OOKS LIKE VOU HAVI 
trained VOURSELF 
ENOUGH ■ 


#4^ SIERRA 


MS-DOS 

1 - 800 - 326-6654 

or call your local Software Dealer 


SIERRA ON-LINE • COARSEGOLD, CA 93614 





Sneak Preview 


SEARCH roc THE RING 


Accolade Unleashes Graphic 
Adventures 

by Johnny L Wilson 


ccolade’s new series of graphic adventure games is 
the culmination of two dreams. Both lead designers, 
Steve Cartwright with Search for the King and Mike Ber- 
lyn with Altered Destiny, envisioned a technological achieve- 
ment that would enhance their ability to tell stories on the 
computer. 

Dream, Dream, Dream 

For Steve Cartwright, best known for a wellspring of action 
games created during his Activision years, the dream was to 
create a set of tools for developing graphic adventures. The 
dream began back in the James Levy days of Activision 
when a team looked at what other companies were doing in 
terms of graphic adventures. Cartwright was so impressed 
with what Sierra had developed for programmers to use that 
he longed to develop similar tools and even improve on 
them. He was unable to do so at Activision, but his move to 
Accolade allowed him enough reign to work on the graphics 
enhancements for the "engine" which drives Accolade’s new 
line. 

The biggest difference between Accolade’s new line and 
many of the current adventure game products on the market 
is that the older tools still use many "line and fill" routines. 
Cartwright wanted to get away from this classic, but unsatisfy- 
ing method, and include more bit-mapped graphics which 
could, in turn, be combined with more animation and even 
some digitization to create more realistic action on the screen. 

For Michael Berlyn, Infocom alumnus {Suspended, 
Cutthroats and Infidel) and science fiction author {The Eter- 
nal Enemy), the dream has been to create the ultimate par- 
ser. As he told CGW as early as 1987, "We [Mike and his 
wife, Muffy] have developed our own engine for adventures 
that will enable us to release our products in six or seven for- 
mats simultaneously." The first such product, intended to be 
a text adventure in the classic Infocom style, never really ap- 
peared in the form which was intended. Nevertheless, 

Berlyn’s desire to create a parser which would be far superior 
to any on the market has continued. Some of his efforts 
could be seen in Dr. Dumont’s Wild P.A.R.T.I. for First Row 
Software (a game which may never gain the attention it 
deserves because of its avant-garde subject matter), but the 
parser in Accolade’s new line far exceeds that effort. In addi- 
tion to a larger total vocabulary, the new parser allows the 
use of adjectives without locking up, understands many in- 
complete sentences and isn’t often sidetracked by slightly 
misspelled words. 

Together, the two experienced designers hope they have 
created a set of graphic adventure tools that will enable the in- 
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terface to become more transparent than ever. With hotter 
graphics, a more sophisticated parser and two distinctively dif- 
ferent stories, they believe Accolade’s new graphic adventure 
line will be a contender for industry leader. 

More Music and Les Manley 

The protagonist of Cartwright’s game. Search for the King, 
is almost certain to remind one of Les Nessman (of the old 
"WKRP in Cincinnati" television series) minus the band-aids 
and without the paranoia. Coincidentally enough, Les Manley 
works at television station WILL and gets even less respect 
than Nessman did. Indeed, just as Jennifer on the television 
series was the only one who seemed to respect that Les, Stel- 
la seems to be the only one at WILL who respects this Les. 
The major difference between the two is that Les Manley is 
extremely competent at his job. He just has to prove it. 

This is where the player comes in. By means of a mar- 
velous cinematic sequence, WILL announces a contest where 
the winner gets a million dollars for finding the "King" of rock 
and roll. The television executives figure that, since rumors of 
appearances of the former "King" get plenty of attention and 
the "King" is not really alive, they will get lots of publicity, but 
never have to pay. Les figures otherwise. He wants to show 
them up by finding the "King" and forcing them to pay. After 
all, he has his entire lunch hour to do so. 

Now, the game proper begins. Of course, the cinematic ef- 
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P.O. Box 57825 • Webster, TX 77598 
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>5 strategy Game from 


For the Amiga (1 meg). Atari ST (512K): $49.95. 

D.RJV.G.O.N. FORCE is available from your local retailer, or call 
ELECTRONIC ARTS Direct Sales at 800-245-4525 to order. 


ARMED, DANGEROUS, AND READY FOR ACTION: 

The D.R.A.G.O.N. FORCE, a top-secret strike force trained to 
take on terrorists wherever they attack. 

Assume command of this elite force in a man-to-man combat 
simulation that requires cool thinking, not quick reflexes, to 
overcome the enemy on a <iozen perilous missions. Rescue 
hostages, raid cocaine labs, destroy terrorist camps, even 
recover your captured teammates. 


You plan the strategy, you control each man’s actions, and 
you feel the thrill of victory when you accomplish your 
mission with D.R.A.G.O.N. FORCE. 


THE MEN: l4of the finest combat soldiers in the 
free world, each with his own specialty and 
unique attribute levels that improve with 
experience. 


IF. MACHINERY: 16 pieces of heavy-duly 
Hardware, plus a few “extras”. Load up on your 
favorite personal combat weapons and you’re 
ready to rock and roll. 


fHE MISSIONS: 12 critical assignments around 
the world. Different objectives, terrain, and levels 
of enemy activity make each mission a challenge 
for the Force - and you. 



fects are not over. 

In order to have 
realistic animation 
of the beautiful 
secretary (love inter- 
est), Steve 
videotaped an at- 
tractive Accolade 
employee and 
digitized the se- 
quence where she 
walks to the water 
cooler. These artis- 
tic details are fur- 
ther enhanced by 
occasional "cut- 
scenes" that per- 
sonalize some of 
the action and con- 
versations and full- 
screen oblique 
perspectives provid- 
ing a larger geog- 
raphy for the scene 
than the traditional 
room-by-room ap- 
proach. 

The versatility of the parser can be demonstrated in an 
early scene where Les needs to get a set of keys from his 
boss’s desk. Mormally, one would expect to spend a great 
deal of time trying to guess the right words to navigate 
through the conversation. In Search for the King, the player 
merely types, "Ask for a raise" and the program launches 
into a complete, humorous and insightful interaction between 
Les and his boss. The player is privileged to watch some of 
the game unfold without having to feel responsible for advanc- 
ing the conversation. This is not simply chrome, however. 

The fact Is that there is a verbal clue within the conversation 
that tips one off on how to solve the pending puzzle. 

In fact, the two designers are so confident of their improved 
parser with its ability to understand specific verbs that they 
even have a little fun at the expense of the competition. For 
example. If one happens to utilize the generic, universal verb 
"use", one receives a tongue-in-cheek admonition that asks if 
the player thought he/she were playing one of those half- 
dome adventure games. Hmm! Wonder which company near 
Yosemite National Park they could possibly be referring to? 
The parser knows if the player has been "bad" or "good", too. 
Players who use suggestive language may have some rather 
Intriguing responses thrown back at them! 

No Business Like Show Business 

Like most first-line products in today’s computer entertain- 
ment industry. Accolade’s new line will use VGA resolution 
and an extended palette to convey some of the excitement of 
the story. In addition, the designers have independently 
joined a recent movement in adventure games of opening 
the visual vistas of the story through different sized figures, 
scenes and perspectives in order to get away from the tradi- 
tional (and sometimes claustrophobic) equivalent location-by- 
equivalent location schemata of some adventure games. 
Cinematic influences are no longer restricted to particular 
software publishers, but are pervading the entire genre. 


Some of the ver- 
satility of the 
graphics can be 
seen when Les 
walks down the 
street and visits the 
circus (complete 
with carnival 
freaks). This scene 
has two animated 
amusement rides 
and a half dozen in- 
dependently 
animated charac- 
ters ("characters" 
being the operative 
word). In fact, the 
player will want to 
be careful not to 
think any of these 
characters are 
"beneath" his notice. 

Those who enjoy 
the delicate curves 
of the fairer sex will 
be ecstatic with the 
swimming pool sequence in Las Vegas, a beautiful bonanza 
of blonde babes. If that doesn’t happen to be enough, the 
desert pay-phone sequence leads to a "romantic" cut-scene 
where Stella reveals her true feelings for Les in full-screen 
animated splendor. For those who like the more humorous 
moments in a story, the animation surrounding a certain 
"King Impersonator" contest is hilarious and engaging. 
Throughout the product, the graphics attempt to fit the emo- 
tion. 

Who Will Answer? 

Although many designers have opted for a "simpler is bet- 
ter" perspective with regard to developing puzzles, Cartwright 
and Berlyn have decided that they will stick to creating some 
challenging and surprising puzzles. Like the Infocom games 
of an earlier epoch, the puzzles in the Accolade line will al- 
ways be entertaining, even if they are not always logical. 
Players who are tired of having the puzzles handed to them 
on a silver platter should enjoy the subtle challenges to be 
found in the new series. So, players will have to be sure they 
add those strange items to their inventories. One never 
knows when dental floss and free tickets may come in handy. 

I Believe 

Accolade’s Search for the King offers an unusual story, 
challenging puzzles, impressive graphics, friendly interface 
and plenty of surprises. It is probably the best "first effort" 
we’ve seen from a company publishing a genre product. 
Where one generally expects to be more lenient in an ap- 
praisal of a "first effort", Cartwright and Berlyn have parlayed 
their disparate experiences as game designers into products 
which will push the envelope of adventure gaming. Frankly, 
"first effort" or not, this game ivili play in Poughkeepsie. 

Long live the King! 





Page 18 


Computer Gaming World 
Circle Reader Service It 32 » 







" Absolutely 
Mesmerizing " 


mecmwArricr 
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That’s what Computer Gaming World says about MECHWARRIOR. 

Pilot giant robot-like ’Mechs into battle. Victory means more money, 
more status, more firepower. Defeat means death. 

FASA’s Battletech universe of 3 Ist-century political and military strife 
comes alive in accurate detail on MS-DOS computers. With role-playing 
depth and strategic challenge. And incredible 3-Space™ combat realism. 

The result, says CGW “forces the player to suspend disbelief like no 
previous product!’ 



Choose from 8 Different TSlechs. From 
the lightning-fast Locust to the awesome 
Warhammer, each has its own strengths 
and weaponry. 


Ist-Person Coclq>it View. Heads-up Dis- 
play with map and status readouts, radar- 
assisted navigation and recon, and pinpoint 
weapons control. 


AcliVisioH 


MECHWARRIOR. See your local retailer or call 1-800-227-6900 to order. 

O 1990 ACTIVISION. Software O 1989 Dynamix, Inc. Battletech, BattleMech, and Mechwarrior arc reg. trademarks trfFASACorp. 3-Space is a trademark 
of Dynamix, Inc. MS-DOS is a reg. trademark trf Microsoft Corp. 




Look for nuclear War at your local retailer, or order direct from Hew World Computing. Inc. 
Amiga screen shots shown, other machines may vary. Mow available for Amiga and IBH/Com- 
patibles. Commodore 64/128 and Nacintosh versions forthcoming. AD producis are trademarks 
of thdr respective holders, new World Computing, Inc. products exclusreeiy distributed in north 
Amerira by Electronic Arts DistiibutioD. 
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F.O. Box 2068 * Van nuys, CA 91404 
Technical Support (818) 999-0607 
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THE PATH or ADVENTURE LEADS TO 




Treacherous Vilains and a Fiend' 
ish Plot — The Sinister Dragon 
King Arech and his band of unsavory 
master villains have stolen the 
mystic Sceptre of Order, symbol of 
Law, from noble King Maximus. 
Without the Sceptre, King Maximus 
is doomed to a slow, painful death 
as the land agonizingly slips toward 
an age of inescapable Chaos. 


The Path of Adventure — The 

Kingdom of the Four Continents is 
in turmoil! You are the last hope of 
your homeland, an adventurer of 
daring reputation recently returned 
from demolishing the last £vil 
Wizard in his foul dungeon lair! 



Artifacts, Spells, and Riches — 

As you travel across the Four Conti- 
nents. you will discover much lo 
help in your struggle against Chaos. 
Ancient artifacts, magic spells, and 
untold treasure can all Increase the 
might of your forces. 


Confrontation When you track 
down a master villain, you must 
lead your army in battle against 
that villain's personal army. If you 
emerge victorious, you will gain a 
piece of the map which leads to the 
hidden resting ^aceof the Sceptre. 


The End — Recover the Sceptre of 
Order before time runs out and 
receive the King's Bounty! 



,ord«r directly fram: 




Technical Sup{ 


The Quest — Your task is tong, 
arduous, and fraught with danger. 
As either a mighty Knight, noble 
Paladin, crafty Sorceress, or cun- 
ning Bartarian. you must lead an 
army across the Kingdom In search 
of the master villains and the 
Sceptre of Order. Along the way. 
you may recruit both men and 
monsters as troops to increase the 
strength of your army. 




iooh for King's fk»unty at your local retailer 


Apple II screen shots shown, other machines may vary. Now avaHabU Ap^e 11 a nd ^BW / 
Compabbles. Amiga. CommodQfje 64/128, and Macintosh versiofmfofithcoming. W products . 
are trademarks of their respec^e hoidem. Ifew World Computing, Inc-ikCDductsoMlusively . 
distributed in North America by electronic Arts Distribution. ' ' 
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(Continued from page 10) 

need to become familiar with "moddies" and "daddies". These are 
little chips that Marid can plug directly into his skull. They pro- 
vide him with skills and knowledge he doesn’t have on his own, 
and also have effects (good and bad) on his physical attributes. 

Moddies provide special skills, and minor personality changes. 
They are very minor; Marid never forgets who he is, or what he’s 
doing. He does get some odd thoughts and impulses from time 
to time, however. Daddies can also provide skills, or do other 
things such as monitor body functions or project the current time 
on his vision. My favorites to have chipped in were Kung Fu 
Master (a moddy) and Alpine Jack (a daddy) which did very 
nice things for Marid’s stats, as well as making him a darn good 
fighter (which is handy when jumped by muggers). 

The Story So Far 

So here’s Marid just hanging out in his apartment when his 
good buddy Saied calls and asks him to pick up a package. The 
package business is just to get Marid out of the house and into 
the game. Shortly after he finishes this little task, the real action 
begins when he’s directed by Papa to see a man about a 
notebook. 

Unfortunately, the man is dead (uery dead). Not only dead, but 
horribly mutilated in a way that would make Jack the Ripper 




>APER MAYHEM 

‘The Informative P/ay-By-Mai7 Magazine’ 

Having a hard time getting enough players together for your favorite role | 

I playing or boardgame? Eliminate this problem by joining the world of play- , 
by-mail gaming. 

Subscribe to PAPER MAYHEM and discover the I 
world of play-by-mail (PBM) gaming. Virtually every I 
facet of PBM gaming is covered by PAPER MAYHEM, f 
Fantasy, science fiction, historical and sports. Each I 
bimonthly issue brings you the latest on PBM games, f 
PAPER MAYHEM has been publishing news about | 
PBM games and companies since 1983. We have im- 
proved and expanded to keep up with this ever| 
popular activity of PBM gaming. 

So why delay and miss out on all the fun? Read I 
PAPER MAYHEM and take advantage of PBM| 
gaming. 

' SEND SUBSCRIPTIONS TO: PAPER MAYHEM 
(DeptCG) 

1518 Adams St., 

Ottawa. !L 61350-4770 

U.S. SUBSCRIPTIONS: 1 year $20.25 2 years $35.10 Sample $4.50 1 

FOREIGN SUBSCRIPTIONS: lyearloCanada $26.25: lyeartoEurope$41.10; 1 year to Australia $47.40. 
All subscripttons to PAPER MAYHEM are to be paid in US funds and drawn from US banks. Foreign subscrip 
tions are asked to use International Money Orders in US funds. 
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wince. Get used to these gruesome descriptions, because there 
are more to come. 

Naturally, at this moment, a cop walks in the door, and things 
look bleak for our boy Marid. But he has Papa on his side, so he 
doesn’t get arrested after all. Instead, he ends up taking a trip to 
see Papa in person and getting some background info on his as- 
signment. 

Now it’s time for some detective work. Marid has a few clues to 
work with, and the police will cooperate (if reluctantly) to a point, 
by providing Marid with a couple of items. 

After a little work on his part, Marid’s got an answering chip but 
no answering machine to play it on, a holodisk, and a pawn tick- 
et for a shop that went out of business. Terrific stuff, eh? Well, 
there’s a place you can view the holo, and it wouldn’t hurt to ask 
around about Mustafa’s. 

It wouldn’t hurt to ask people about other things, either, like cer- 
tain names you’ve come across. This is something that’s very im- 
portant in the game; often Marid will pick up interesting or impor- 
tant information by questioning others. Check out the street 
dealers, too; sometimes they have interesting items for sale. 

While Marid’s making the rounds, a hooker will ask for his 
phone number. She has other things on her mind than the usual, 
however, so it might be a good idea to find out what she’s up to. 

Sooner or later she calls and tells you where to meet her. 

Guess what you’ll find when you get there? Right, another 
corpse, in just as delightful a condition as the last one. No items 
to grab this time, but you need to take a closer look (though 
your stomach may protest) at the body for a clue. 

You may have noticed a computer in the police station (and 
been kicked off when you tried to use it). You need something of- 
ficial before you can go snooping into the files. When you have 
it, pay attention to what you see on the screen. 

By this time, Marid should have bought the answering machine 
and discovered, not surprisingly, that it’s in a language he can’t 
understand. Well, there’s one person in the Budayeen with skills 
for sale, so you might want to ask there. Of course, you have to 
know what language you want. Did you look at the holodisk? 

Ring of Truth 

So, now Marid is set on a different path, tracking down a thief. 
This is a long trail, that leads from place to place (all of them ob- 
vious, once you get started with the right one) until it ends at a 
warehouse, with (of course) another body in extremely un- 
pleasant condition. (Boy, the population of the Budayeen is cer- 
tainly thinning out fast). 

The only object to be found here is half of a ring. It would be 
nice if Marid had the other half. Come to think of it, he should 
have the other half, too. In that case, you know when and where 
Marid needs to be, so be there. 

It wouldn’t hurt to show that half ring to a few people, either. 
Someone might recognize it. Marid might even learn something 
helpful. Too bad that when he tries to use the computer again, 
he’s recognized and tossed out of the police station. Ah, well. 
Tough luck, Marid, but you’re a canny guy and you have other 
ways of getting on that machine. 

Finally, Marid has tracked down the thief (yeah, another body, 
but at least this one is in decent condition for a change) and gets 
the language chip he needs, although whether or not the mes- 
sage is really helpful is another matter. There isn’t time to worry 
about that, however, because, soon afterwards, a frantic call 
comes in from Muhammad. 

(Continued on page 58) 
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Tycoon "Tooter" 


"Constructive" Tips for Beginning a 
Game of Railroad Tycoon 



There’s More to 
a Survey Than 
Hitting the FIO 
Key 


After determining 
which map to play on 
and what will define 
"reality" in the game 
(i.e. what size the pond 
will be and how 
dangerous the fish are 
in it), the Regional Dis- 
play (FI) is presented for the player’s ini- 
tial survey. It might be a good idea to do 
two things before really viewing this map. 
Rrst, call up the Game menu and set the 
speed to "Frozen" so ample time will be 
available to study it. Second, call up the 
Display menu, go to Options, and ac- 
tivate the "Resource Map" feature. 

The most important aspect of assuring 
one’s future in railroading is the correct 
placing of the initial line. It is here where 
the player must develop an under- 
standing of "economic geography", as 
well as geographic topography. The ob- 
ject of studying the Regional Display is 
to find an initial line which will not only 
provide good early growth, but is also 
well positioned for long term growth. The 
best method for doing this is to pluck up 
large tracts of land using the Area Dis- 
play (F2) and pondering the placement 
of cities and resources thereon. 


Dairy Delight 

Exactly what a player is looking for is a 
"milk run". Three important features are 
critical to a successful initial line and the 
establishing of a highly profitable milk 
run. First, at least two cities must be in- 
volved (the larger the better) between 
which will move highly profitable mail 
and passenger consists. Second, resour- 
ces must be nearby, as well as destina- 
tions which require or convert those 
resources into other products (and, ul- 
timately, with one’s initial cities as the 
likely end consumers of these products). 
Finally, zoom down to the Detail Display 
(F4) and check out the lay of the land. If 
proposed rail line is too rugged or has 
too many tight turns, trains will move too 
slowly along it. 


T he path to the 
Presidency (or 
Prime Minister- 
ship) is seldom smooth. 
In Microprose’s Sid 
Meier’s Railroad 
Tycoon, in fact, it often 
has a 4.0% grade, a 9% 
interest rate and needs 
to be double tracked. 
With no "quick and dirty 
guide" available to Rob- 
ber Baronhood, we offer 
the following tips and 
techniques to players of 
Sid Meier’s latest simula- 
tion. 


Going In The Hole With 
Tunneis 

If building a tunnel sounds like a slick 
idea for an initial line, be warned: it usual- 
ly isn’t. A player’s initial line tends to be 
the central part of his burgeoning empire 
and, therefore, has a tendency to be- 
come double tracked early on in the 
game. With a tunnel (especially a long 
one) at the heart of one’s railroad em- 
pire, it can often become a choke point 
(and thus a real liability later in the 
game). 

The Fat Of The Land 

The "cream" from a milk run is in multi- 
convertible cargoes. In Europe, for ex- 
ample, this means a run that picks up 
coal, converts it to steel (ringing up the 
cash register in the process), takes this 
recently smelted steel to be converted 
Into arms (more money for the till), and 
finally hauls these new arms to a fort or 
port ("ching, ching"). This is making o|> 
timal use of a freight train! In the United 
States, one easily finds the old livestock 
to stockyard to city milk run, in England 
its hops to beer to villages, etc. 

To get the most cream from these 
types of milk runs, one should look for 
the largest suppliers of the initial 
resource. In the first example, one should 
find the largest concentration of coal 
mines available and place them under 
one station. In this manner, freight trains 
utilizing that station will always be quick 
to fill with full consists (thus generating 
maximum revenues at each stop from 
these "slow freight" cargoes). 

Station-To-Station For 
Collect Calls 

Assuming that the perfect chunk of real 
estate is found (or, more likely, the best 
compromise location is determined), an 
important decision must be made before 
laying any down track. Knowing which 
two cities will serve as the initial hubs of 
one’s empire is one thing; seeing where 
and how future hubs might be connected 
is another. Through some foresight early 
on, the "angle" of the track laid into each 
station will help to point it in the right 
direction for expanding towards planned 
future stations. Since the human player 
in a game of Railroad Tycoon has to 
worry about placing stations on a section 
of straight track without "switches", 
positioning can be critical (especially 
when building stations near bends in 
rivers). Try to think of the "flow" of the 
line’s future connections when determin- 
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ME BOLD. 


Feel the adrenaline hick in as ^ipu 
scream dmvn the carrier runway. 
You’re up! And so is your squadron 
of F-4’s. Now nothing can stop you 
— except the deadly fire from those 
MiG 2 Vs, SAMs and anti-aircraft 
flak. 

Experience the raw emotion 
and harrowing danger of 
intense air combat over North 
Vietnam in this simulation 
-^iVi Stephen Coonts’best- 

selling novel, Flight of the 
Intruder. Auth^iticated by 
Vietnam pilots who flew in the 
Linebacker 
Campaign of 
1972, you 
won’t find 
any other 
simulation so 
like the real 
thing. 

Select 

from multi- ', .-wj 
pie missions ‘ >; i 
or map out 
your own^, 
using the 
mission / 
creator. 

up to c,' 
eight air- 

MisskMi Kconplishedl Now bade Craft dur- 
to Yankee Stotion to plon your 

next ottock. ing OnC 

mission (four A-6 Intruder 
bombers and four F-4 


SowRS shown are IBM EGA. Others may vary. ; ^ 
Coorright © 1986 Stephen R Coonts. All Rights Resened? Q I 
Flight of the Intruder and Spectrum HoloByte are trademarks 
of Sphm, Inc. Other products are trodemorks of their 
resp^iw holders. 


antom fighter interceptors.) 
Switch from the A-6 
to F-4 cockpit anytime 
U/t'hiity-four dif- 
ferent targets |>rp- 
vide new challenges 
every time you take 
to the sky. Aerial 
photos 
provic^ ^ 
a pre- 
view ‘ 


FLIGHT OF THE 
INTRUDER 
PAPERBACK 
NOVEL 
INCLUDED 


of the target zones. For contin- 
uous challenges, 
choose from 16 vari- 
ables to determine the 
level of difficulty. Get 
Flight of the Intruder 
now and watch for the 
full-length motion pic- 
ture coming this summer. 

Available for IBM in CGA, EGA ond 16-color VGA. 


Off you go to adventure, danger 
nod excitement. 


Zero in on the M^^jbefafe he 
leros in on you. 


Spectrum HotoBple 
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DR/KMnSfnuKE 


The FIRST-EVER dragon 
. combat simulator! 


TSR. Inc. 


Available for: 

IBIVI 


Coming this summon 
L C-64/128 

AMIGA 






To order: 
visit your 
retailer or call: 
1-800-245-4525 
to charge on 
VISA or MasterCard. 


£Li 






F eel the raw power of the mighty dragon 
surging beneath you as the wind beats 
against your face. Your hand trembles, not 
from the heft of your dragonlance, but from 
anticipation of the battle that is to come. The 
air screams with the fury of enemy dragons 
and creatures — even flying citadelsl 
This is Drac^onStrike, where the deadly 
skies above the AD&D® DRAQONLANCE® 
game world of Krynn explode before your 


very eyes. The realistic first-person viewpoint 
propels you into a detailed, fully animated, 
3-dimensional world of incredible action 
and excitement! 

Learn to fly dragons and master over 20 
different missions. Receive magic items 
along the way —you're going to need them! 
Dragon fangs, talons and deadly breath 
weapons are just a few of the dangers you'll 
face in the fierce heat of dragon combat! 

To the skies brave knight — and victory! 


To receive SSTs complete product 
catalog, send $ I.OO to: 

SSI, 675 Almanor Avenue, 
Sunnyvale, CA 94086. 


ADVANCED DUNGEONS «. DflAGONS, ADSD, 
ORAGONUNCE, and IheTSB logo are 
tradentatlcs owned by and used undet 
license Ifotn TSR, Ina 
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Game Hints 


A Second Look at "Second Front" 


An Analysis of SSFs "Second Front 

By Alan Emrich and Tom Hughes 


rr 


A s computer wargamers know, often 
documentation leaves a good many 
questions unanswered, especially 
with the more complex and detailed war- 
games. With the massive design effort that 
ciearly went into Second Front, it is no 
wonder that some things slipped through 
the cracks, it is the purpose of this articie 
to present Second Front piayers with the 
strategies and game notes which wili help 
march them to victory. 

Delousing 

Mr. Grigsby has promised to deiiver a 1.1 
version of the game which wiii address most 
of these problems. (Don’t start calling SSI 
about it— it will be announced). Here are the 
1.0 version bugs being corrected: 

In the 1941 Campaign Scenario, the Ger- 
man objective of Gorki may become Kazan 
(this is currently under playtest). 

In the 1942 Campaign Scenario, German 
FW190A's are inadvertently Hghter-Bombers 
(FB), rather than pure Fighters (F), which 
makes a difference in their intercept limits. 

"Fighter Sweeps" are also unintentional. 

This is where fighters can keep flying solo 
missions and drawing out enemy fighters 
forever. Note that FBs have a one time es- 
cort/intercept capacity each player turn, 
while "pure" fighters can intercept many 
times (and should be allowed to escort only as long as their are bom- 
bers going off on missions from the fighter’s base). 

Fighters may also "stage" an unlimited number of times to different 
bases and be used offensively at each one. Additionally, aircraft ex- 
perience could never go over 91% on the Russian Front. 

The remaining bugs concern production. In the 1941 Campaign 
game, the Russians can only move four factories to Siberia! (All but 
four "spaces" in Siberia were already allotted for reinforcement in- 
dustries). 

Also, Soviet industries are inadvertently allowed to produce 
Western Allied equipment. This is a one-way switch (along with TB-3 
bombers), and factories producing these units cannot be switched 
back. 

Finally, if a player accidently switches a factory to a unit type 
which won’t appear soon, it cannot be taken off Research & Develop- 
ment and changed back into production. 

Those Aren’t Bugs, They’re "Features" 

Designer Gary Grigsby states that the EVEN play balance setting is 
for human vs. human or computer vs. computer play only. When 
playing against the computer, it should be given some, if not maxi- 
mum help (the computer Al attempts to act fairly historically and will 
not do such "human" things as optimize leader placement, move Rus- 
sian industries, or envelope units efficiently). 

The Combat Values (CVs) on the screen are only one tenth of the 
July/August 1990 



actual Combat Value of the unit (the German 
player must realize he has ten times the gar- 
rison strength showing on the Western and 
Italian Fronts). 

For those with a quibble about the values 
for the various tanks and aircraft, designer 
Grigsby says they reflect his subjective 
opinion. 

Divisions and air groups may be trans- 
ferred into and out of Finland at will. 

Sometimes bombers won’t fly a given mis- 
sion. This is correct, with the designer indicat- 
ing that such missions are "aborted" (bad 
weather is the usual culprit). However, an 
aborted mission allows the bombers to at- 
tempt another mission that turn (or even try 
the same mission again— over and over, if 
desired, until it is fulfilled). 

Factory growth is optimized at fifteen. Once 
the fifteen level is reached, the chance for ad- 
ditional growth is reduced by 90%. Further- 
more, what your factories make may be 
changed by the computer according to an 
historical timetable (whether the player likes 
it or not, but the Al usually works re-tooling 
to the player’s benefit). Granted, these re-tool- 
ings only take a week, but changing them 
back to what the player originally wanted 
takes several weeks. 

The actual factory growth formula is: Total 
Heavy Industry, divided by factory’s current 
unit production cost, equals percentage 
chance for growth. (For example, with a total 
Heavy Industry of 100, a 3 production cost unit factory has a 33% 
chance for a factory to grow, while a 5 production cost unit factory 
has only a 20% chance). 

When resource and oil bearing cities change hands, their value is 
reduced by one each time. Every city permanently loses all of its 
population when captured (they are deported or shot, says Grigsby), 
which effects replacement squads. 

What The Documentation Didn’t Tell You, 
Or-README2 

This is the "secret formula" section. One will find many features 
which would be difficult to know since they happen in the program- 
ming "where the players cannot see them." 

To begin with, the README file mentions "Reserve Corps". There is 
no such thing. These are, in fact, regular corps. Also, the SS corps 
appear randomly, if an HQ is created anytime from 1943 on. Again, 
it is a regular corps, unless the computer is playing the Germans, in 
which case the Al will fill it with SS units only. 

Here’s a note of major consequence: Units may be plotted with 
a ’B’ (Bombardment) command, similar to an ’S’ (Static Attack) 
command (i.e., it consumes a second plot). A Bombardment Attack 
is like a Static Attack (no movement) using only the attacker’s artil- 
lery. No losses are inflicted upon the attacker (unless the enemy has 
aircraft participating in the defense). For example, an armored corps 
with an enemy unit next to it in direction ’3’ could plot: "3B3B3'', 
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Times of Lore 
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Anc. Art War 
Anc. Art War Sea 
Carmen Time 
Joan of Arc 
Omni Basketball 
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Sim City 
Sim Terrain Edit 
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Wolf pack 


$31 
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$31 Breach II 
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Joan of Arc 

$31 

Omni Basketball 
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Sim City 
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Terrain Edit 
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Gettysburg $41 
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We now sell Computers! 

12 Mhz 286 AT VGA COMPUTERS 
WITH MONITOR 
VGA system 51 2k with 
2-1.2 meg 5.25" drives, joystick port, 
parallel printer port, VGA card & monitor, 

AT style keyboard. Only $1329 
VGA system 51 2k- same as above with 
1 .2 meg 5.25” drive, & 1 .44 meg 3.5“ drive. Only $1329 
VGA system 512k with 1 .2 meg 5.25" drive, 

40 meg hard drive, joystick port, parallel printer port, 

VGA card & monitor, AT style keyboard. Only $1549 
VGA system 51 2k - same as above with 1.2 meg 5.25" 
drive, 1 .44 meg 3.5" drive, & a 40 meg Hard Drive. Only $1649 

One year warranty on parts and labor! 
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$33 

Space Ace 
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Lords Rising Sun 
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Traveller 
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$41 
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Overrun 
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$38 

Storm - Europe 

$41 

TV Sports Baseball 

$34 

Wings 

$34 

C-64 


Dragon Strike 

$28 

Dragons of Flame 

$28 

Star Command 

$28 

Sword of Aragon 

$28 

TV Sports Baseball 

$21 



APPLE k 

Anolent ArtofWar 

$28 

Anc Art of War Sea $31 

Battles Napoleon 

$34 

Battle Chess 

$31 

Centaur! Allianoe 

$34 

Champ Krvnn 

$34 

Civil War vol. 1-3ea $28 

Curse Azure Bonds $34 

Dark Heart Uukrul 

$34 

Dragon Wars 

$34 

Earf Weaver BasebI $28 

Gettysburg 

$41 

Jutland 

$30 

KInas Bounty 

$28 

Knights of Legend 

$34 

Magic Candle 

$34 

Manhunter NY 

$34 

MBT Cent Germany $41 

Midway 

$30 

Neuromancer 

$34 

North Atlantic 

$30 

Omega 

$34 

Overrun 

$34 

Panzer Battles 

$28 

Pirates 

$31 

Pool of Radiance 

$31 

Prince of Persia 

$24 

Fteach for the Stars $28 

Russia 

$28 

Space Rogue 

$34 

War of the Lance 

$28 

ACCESSORIES 1 

Ad Lib -IBM 

$139 

Sound Blaster 

$189 

Blank Disks 5.25 

$6 

Blank Disks 3.5 

$10 

Dexxa Mouse 

$49 

5.25 Cleaning Kit 

$6 

3.5 Cleaning Kit 

$6 

Ergostick C64, Am $19 

Ergostick App, IBM $29 

Mouse Master 

$28 

Mouse Pads 

$6 

Disk Case - 60 

$9 



Call Anytime on our 24 hour Automated Order Line 
Operators Available M-F 9-6 


Atlanta residents call 404-939-0350. When ordering by mail send money order. Include phone number. 
SHIPPING: Add $3.00 for shipping and handling charge. Georgia residents add 5% sales lax. Shipping for 
Canadian orders is 5% of order, with a $5.00 minimum . U. S. Mari, APO & FPO orders add 5% of order, with a 
$4.00 minimum. Shipping for all otho- foreign orders is 15% of order, with a $12.00 minimum. 

Prices are subject to change All sales are final. New titles are Underlined . 


Please note 
our new 
address and 
phone number, 

V i 


P.O. Box 930427 
Norcross, GA 30093 


404-939-0355 
FAX LINE 1-404-939-0259 
1-800-872-3750 
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thus softening up the unit twice with bombardments before actually 
assaulting the hex. (Remember, the effects of Static and Bombard- 
ment Attacks are applied when the number is plotted, not the letter). 
Bombardment attacks are always shown as "Odds: 0". 

All fighters based at the OKH, Western and Italian Front HQs have 
double their ranges (which is handy for combatting Allied bombing 
of Germany). 

Fighter-Bombers (FBs) have a smaller chance of intercepting 
enemy missions than pure fighters do. Also, FBs can only perform 
one escort mission for attacking bombers. 

TANK BATTAUON REPLACEMENT MAXIMOMS 

Russian Russian German German 

Tank SPA Rgt. Tank Jpzl/Stug 

65 21 70 40 


Some units may start the game with more than this, but they must 
be depleted below this number before they will receive any replace- 
ments. 

Jpz-I’s, Marders, Nashorns and SG76’s do not attack. These tank 
destroyers only fire back in defense! When attacking, none of these 
vehicles will be lost. 

New combat units may not be created, no matter how many 
squads, tanks, planes, guns, etc. are stockpiled. New divisions, etc. 
arrive on a historical timetable. 


NEW UNIT EXPERIENCE LEVEL TABLE 



Germans 


Axis 

Year 

& Finns 

Russians 

Minors 

1941 

80 

50 

20 

1942 

75 

55 

20 

1943 

70 

60 

20 

1944 

65 

65 

20 

1945 

60 

60 

20 

Rite* 

90 

80 

(no change) 


*Ellte units are the German SS and Russian Guards 


Also, when replacement pools get large enough to reach certain 
thresholds, all units get replaced with that type of element at 100%, 
regardless of its headquarters’ replacement level. 

The computer upgrades units as follows; German SS and other 
elite units first (Gross Deutchland, etc.). Other German and all Rus- 
sian units receive the new, improved weaponry from the pools based 
on the unit’s divisional numerical order (i.e., 1st Panzer receives 
priority over 24th Panzer, etc.). 

Russian tank divisions become tank corps in May, 1942 and, start- 
ing in 1943, certain German tanks get converted automatically to im- 
proved types. 

When the program makes a "Leader Roll" (i.e., checks to see if a 
unit’s leadership effects a battle’s progress or results), there are two 
types of rolls. One is the Leader’s value vs. a D-10 (a 7 value leader 
would have a 70% chance of positively effecting the outcome); the 
other is a the Leaders value squared vs. a percentile (D-lOO) roll 
(i.e., that same 7 value Leader would only have a 49% chance of 
positively effecting the outcome). 

The combat phases are sequential as follows; 

Attacker Bombards 
Defender Bombards 
Defender Anti-Tank 
Attacker Anti-Tank 
Defender Combat Fire 
Attacker Combat Rre 

Losses from each of these six segments are sequentially applied. 
Furthermore, if a unit retreats, it will suffer additional losses of up to 
50% of its unready troops. These retreat losses are reduced by 75% 


if the unit’s Leadership Value +1 makes its percentile roll. (Thus, our 
7 value Leader would have a 64% chance of saving the unready 
boys in a retreat). 

Throughout the war, during the Anti-Tank Combat Phases, losses in- 
flicted by the Axis upon the Russians are doubled (due to the supe- 
riority of German tactics, says Grigsby). In the clear weather turns of 
1941, the Axis inflict even greater Anti-Tank causalities while defend- 
ing against Russian attack (due to inept Russian handling of tanks 
during this period of the war). 

The Russians are hindered by an "Artificial Stupidity" rule during 
the clear weather turns of 1941 (except on the Maximum Help Rus- 
sians setting). This means that during first pulse (number zero), units 
have a 10% chance of actually executing their orders, dropping by 
1% per additional pulse. Therefore, the Russians will be virtually un- 
able to cut off Axis units or launch coordinated attacks against them. 

The Anti-Tank (AT) formulas are incomplete, so an explanation is 
in order. The AT Fire phases are the phases where tanks are 
destroyed (except through direct air bombardment). In the sub- 
sequent Combat Firing phases, no tanks are destroyed, and every 
surviving tank is considered "one tank" regardless of its type. In the 
AT Fire phases, tanks actually use their various attack and defense 
strengths, infantry squads are considered to have a (minimal) Anti- 
Tank value, and Tank Destroyer aircraft, Fighter-Bombers and Dive 
Bombers have their cannon ratings multiplied by five, three and 
three (respectively) and added to the number of AT guns present. 

For the Germans, when calculating the "Average AT" value, add 
the total number of attack points plus the total number of Rak guns, 
then divide by the number of platforms (AT guns tanks). Thus, if 
the Germans have few platforms, Rak will do in a pinch. 


ANTI-TANK VALUE TABLE 


Year 

AT Value 

1941 

6 

1942 

9 

1943 

12 

1944 

15 

1945 

18 


All artillery and flak guns retain a value of one throughout the war 
(note that German flak has an Anti-Tank value). Each "Artillery" fac- 
tory point produces two artillery, two anti-tank and one flak per week. 

Oil centers may be strategically bombed. Damage from these 
bombings to a level of five are permanent (below five, they have a 
slight chance to increase in value back up to five). 

After Italy surrenders, their factories start making Marders. This 
production still cannot be altered. 

If a factory is assigned to Research & Development, it ceases to be 
able to increase in value. Its value is rolled against a D-lOO (percen- 
tile) each week. If the roll is less than or equal to the factory’s value, 
then the availability date for the item being researched is advanced 
by one week. 



Continued on Page 57 
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The Ad Lib Music Canl: 

Open jw ears and blow your mind. 


Asteroids are hurtling by. Enemy photons are de- 
stroying the rear deflectors. Engines strain as they 
reach critical mass. Suddenly you hit the retros, loop 
l around, and fire with everything you've got. 

\ And what kind of awesome, breath-taking music 
is your computer playing? "Bleep, bop, beep." Pretty weak, eh? 

Well listen up. Because now there's the Ad Lib Music Card. 

It's the digital music synthesizer that's conquering the final frontier 
of truly realistic game playing-totally ear-blasting sound. 

Confront the dark overlord, and Ad Lib's 11-piece orchestra 
will back you up with gutsy, heart-swelling music. And if you meet 


an untimely death, rest assured that Ad Lib's funeral dirge will bring 
tears to the eyes of your loved ones. 

In fact, the Ad Lib sound is so hot, major game developers are 
now designing dozens of new adventures with special soundtracks 
just for the Ad Lib Music Card. 

Call us at 1-800-463-2686 for the name of your nearest 
dealer, for more information, and for the ever-growing list 
of major game titles with spectacular Ad Lib soundtracks. 

Add the missing dimension to your games with the 
Ad Lib Music Card. From a solo to a symphony. Ad Lib's 
music makes the adventure come alive. 


Ad Lib Inc., 50 Staniford Street, Suite 800, Boston, MA 02114, 1 - 800 - 463-2686 in U.S. or Canada. 1 - 418 - 529-9676 International. Fax: 1 - 418 - 529 - 1159 . 


New 

Compatible 

Games. 

Here are just some of the 
hottest new computer games 
designed for use with the 
Ad Lib Music Card: 


Lucasfilm's 

Loom 


Taito's 
Sky Shark 


Activision's 
the Manhole 


Electronic Arts' 
Indianapolis 500 


MicroProse's Sid Meier's 
Railroad Tycoon 


System requirements: IBM PC, XT, AT, or compatible with 256K RAM, DOS 2.0 or higher, CGA, EGA, or monochrome graphics adaptor, and headset or external speaker. 
© 1990 Ad Lib. Ad Lib is a registered trademark of Ad Lib Inc. IBM is a registered trademark of International Business Machines Corporation. 


AdLib 
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See Reader Input Device on page 47 


The Categories 

Strategy (ST): Games that 
emphasize strategic planning 
and problem soloing. 


r 


THE TOP TEN GAMES 



Simulation (SI): Games based 
on ftrst person perspecUues of 
real tvorld environments. 

Adventure (AD): Games that 
allow you to take your alter ego 
through a storyline or series 
of events. 

Role-Playing Adventures (RP): 
Adventure games that are based 
on character development 
(usually involving attributes). 

Wargames (WG): 
Simulations of historical or 
futuristic warfewe from a 
command perspective. 

Action/Arcade (AC): 
Computer games that 
emphasize hand-eye 
coordination and reflexes. 

Games are often listed in more 
than one category. In this case, 
the first listed category is 
considered primary. In order to 
be recognized as the "Top 
Game" in a given category, a 
game must be listed as being 
primarily of this specific type. 


Top Role-Playing 



Top Simulation 



No. 

Name 

Mfg. 

Machine 

Cat. 

Avg. # 
Resp. 

Rating 

1. 

Their Finest Hour 

LucasFilm 

Am,I 

AC, SI 

79 

10.52 

2. 

F-19 Stealth Fighter 

MicProse 

I 

SI 

88 

9.81 

3. 

SimCity 

Maxis 

Many 

ST,S1 

112 

9.73 

4. 

M-1 Tank Platoon 

MicProse 

I 

SI,WG 

68 

9.72 

5. 

Harpoon 

Three-Sixty 

I 

WG 

67 

9.54 

6. 

Populous 

EA 

Am, I, ST 

ST 

104 

9.37 

7. 

Second Front 

SSI 

I 

WG 

31 

9.32 

8. 

TV Sports Basketball 

Cnmzure 

Am,l,ST 

AC,ST 

27 

9.19 

9. 

Battlehawks 1942 

LucasFilm 

Am,l,ST 

AC,S1 

86 

9.15 


Red Storm Rising 

MicProse 

C,l,ST 

SI 

72 

9.15 


r 


No. 

Name 

Mfg. 

Machines 

Cat. 

Avg # 
Resp. 

Rating 


Sword of Aragon 

SSI 

1 

WG,ST 

33 

9.15 

12 . 

MechWarrior 

Activision 

1 

SI,RP 

48 

9.13 

13. 

Lords of Rising Sun 

Cnmwre 

Am 

AC, ST 

53 

9,12 

14. 

Nuclear War 

New World 

Am 

ST 

27 

9.07 

15. 

Wasteland 

EA 

Ap,C,I 

RP 

120 

9.04 

16. 

Bard’s T ale 111 

EA 

Ap,C 

RP 

74 

9.03 


Hero's Quest 

Sierra 

Am,l 

1 

AD,RP 

49 

9.03 


Starflight 2 

EA 

RP 

54 

9.03 


Gltima V 

Origin 

Ap,l 

RP 

102 

9.03 

20. 

Dragon Wars 

Interplay 

Ap.C.I 

RP 

29 

8.97 


Space Quest 111 

Sierra 

Am,l,ST 

AD 

34 

8.97 

22. 

Romance/SKngdms 

Koei 

Am,l 

1 

ST.RP 

31 

8.96 

23. 

Action Stations 

CnflctAnlytic 

WG 

22 

8.95 

24. 

Bandit Kings 

Koei 

Am,l 

ST,RP 

23 

8.94 

25. 

Indy; Adventure 

LucasFilm 

Am, I 

AD 

23 

8.93 


Overrun 

SSI 

Ap,C 

WG 

24 

8.93 

27. 

Falcon 

SpcHolo 

Many 

SI 

62 

8.90 

28, 

NFL Challenge 

XOR 

l,M 

ST 

86 

8.87 

29. 

Might & Magic 11 

LHX Attack Chopper 

NewWorld 

Ap.C.l 

1 

RP 

54 

8.81 

30. 

EA 

AC 

25 

8.80 


The Magic Candle 

Mindcraft 

Ap,C,l 

RP 

43 

8.80 

32. 

Genghis Khan 

Koei 

ST.RP 

32 

8.79 


Project Stealth Ftr 

MicProse 

C 

SI 

29 

8.79 

34. 

Battles of Napoleon 

SSI 

Ap,C,l 

WG 

30 

8.77 


Battletech 

Infocom 

Am,l,ST 

RP 

48 

8.77 


Fire Brigade 

Panther 

Many 

WG 

22 

8.77 


Leisure Suit III 

Sierra 

Am,f 

AD 

47 

8.77 

38. 

Airborne Ranger 

MicProse 

C,I,ST 

1 

AC 

74 

8.76 


F- 1 5 Strk Eagle 2 

King’s Quest IV 

MicProse 

SI 

57 

8.76 

40. 

Sierra 

Many 

1 

AD 

58 

8.75 

41. 

Codename; Iceman 

Sierra 

AD 

29 

8.72 

42. 

Breach 2 

Omnitrend 

Am,l,ST 

ST,RP 

29 

8.71 

43. 

Neu romancer 

Interplay 

>*4),C,1 

AD 

33 

8.70 

44. 

Battlechess 

Interplay 

Am.LST 

I 

ST 

58 

8.68 


Indianapolis 500 

EA 

SI 

24 

8.68 

46. 

Curse of Azure Bonds 

SSI 

Ap.C.I 

RP 

70 

8.67 


Typhoon of Steel 

SSI 

AI3,C 

WG 

43 

8.67 

48. 

Ballistyx 

Psygns 

Toolworks 

Am,ST,l 

AC 

20 

8.65 


Chessmaster 2100 

Many 

1 

ST 

44 

8.65 


Loom 

LucasFilm 

AD 

32 

8.65 


Police Quest II 

Sierra 

I,GS,ST 

AD 

43 

8.65 


Zany Golf 

EA 

Am, I, ST 

AC 

31 

8.65 

53. 

Gretzky Hockey 

Bethesda 

Am,l 

AC,ST 

38 

8.64 

54. 

Sword of Sodan 

Discovety 

Am,GS 

AC 

27 

8.63 

55. 

Pool of Radiance 

SSI 

Ap,C,l 

RP 

116 

8.61 
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THE HALL OF FAME 



Top Strategy 


The Games In 
CGW's Hall Of 
Fame Have Been 
Highly Rated By 
Our Readers 
Over Time. 
They Are Worthy 
Of Play By All. 


Bard's Tale I 
Chessmaster 
Dungeon Master 
Earl Weaver Baseball 
Empire 
Gettysburg 
G unship 
Kampfgruppe 
Mech Brigade 


Might & Magic 
M.U.L.E. 
Pirates 
Starflight 
Ultima 111 
Ultima IV 
War in Russia 
Wizardry 



Top Action/Arcade 




No. 

Name 

Mfg. 

Machines 

Cat. 

# 

Rating 






Resp. 


56. 

Champs of Ktynn 

SSI 

Ap,C,l 

RP 

56 

8.55 


Sworcl of Samurai 

MicProse 

1 

ST,RP 

43 

8.55 

58. 

It Came From Desert 

Cnmware 

Am, ST 

AD 

36 

8.54 

59. 

A- 10 Tank Killer 

Dynamix 

1 

SI 

40 

8.53 


Nobunaga’s Ambition 

Koei 

1 

ST,RP 

51 

8.53 

61. 

Drakken 

Data East 

Am 

RP 

27 

8.52 

62. 

Carrier Command 

Rainbird 

Am,l,ST 

AC,WG 

49 

8.51 


DeathT rack 

Activision 

1 

AC 

29 

8.51 


Knights of Legend 

Origin 

Ap.C.I 

RP 

23 

8.51 


Panzer Strike 

SSL 

Ap,C 

WG 

68 

8.51 

66. 

Silent Service 

MicProse 

Many 

SI 

257 

8.50 

67. 

Hostage 

Mindscape 

Am,(,ST 

AC 

28 

8.47 

68. 

Manhunter 2 

Sierra 

Am,l,M,ST 

AD 

31 

8.42 

69. 

TV Sports Football 

Cnmwre 

Am.I.ST 

AC, ST 

50 

8.39 

70. 

Arkanoid 

Dsc/Taito 

Many 

AC 

69 

8.38 


Wings of Fury 

Brodbnd 

Ap 

AC 

52 

8.38 

72. 

Strike Fleet 

EA 

Ap,C,l 

WQ 

79 

8.37 

73. 

Rocket Ranger 

Cnmwre 

Am, ST 

AC.AD 

75 

8.32 

74. 

Modem Wars 

EA 

C,l 

ST 

24 

8.29 

75. 

688 Attack Sub 

EA 

Arn,l 

SI, ST 

59 

8.27 

76. 

Manhunter 

Sierra 

Many 

AD 

72 

8.25 

77. 

Police Quest 

Sierra 

Many 

AD 

98 

8.23 

78. 

Starglider II 

Rainbird 

Am,l,ST 

AC 

65 

8.22 

79. 

Jack Nicklaus’ Golf 

Accolade 

Am,C,l 

AC, ST 

28 

8.21 


Three Stooges 

Cnmwre 

Am,C,GS 

AC 

68 

8.21 

81. 

Leisure Suit Lry 11 

Sierra 

Many 

AD 

52 

8.20 

82. 

Battlegroup 

SSI 

Ap,C 

WG 

36 

8.19 


Gold of America 

SSG 

Am,l 

ST 

28 

8.19 

84. 

Abrams Battle Tank 

EA 

1 

AC, SI 

31 

8.16 

85. 

Colonel’s Bequest 

Sierra 

1 

AD 

28 

8.14 

86. 

Tetris 

SpcHolo 

Many 

AC,ST 

46 

8.13 

87. 

Vette! 

SpcHoio 

1 

AC 

26 

8.12 

88. 

Stealth Mission 

Sublogic 

C 

SI 

36 

8.11 

89. 

Shiloh 

SSI 

Ap,C,l 

WG 

54 

8.09 


Zork Series 

Infocom 

Many 

AD 

218 

8.09 

91. 

Faery Tale Adventure 

Micllsn 

Many 

RP 

59 

8.07 

92. 

Speedball 

Cnmware 

Many 

AC 

35 

8.06 

93. 

Russia 

SSG 

Ap,C 

WG 

61 

8.05 

94. 

Sentinel Worlds 

EA 

l,C 

RP 

71 

8.04 


Techno-Cop 

Epyx 

C,ST 

AC 

23 

8.04 

96. 

Test Drive II 

Accolade 

Am,C,l 

AC 

42 

8.02 

97. 

WC Leader Board 

Access 

Many 

AC, ST 

97 

8.00 

98. 

Leather Goddesses 

Infocom 

Many 

AD 

136 

7.99 

99. 

Breach 

Omnitrnd 

Many 

ST,RP 

114 

7.98 

100. 

Enchanter 

Infocom 

Many 

AD 

115 

7.97 
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The GEnie™ service lets you 
take your best shots without shooting 
your budget. That’s because our 
im-prinie time rates are good and 
low. In fad, it’s just $6 an hour for 
1200 baud access.* 

And that msns more time for 
more fiin and games. Exciting multi- 
player ganes like Air WarrBur, Stellar 
Ernperor, Orb and Gemstone. 
Miere jpu can test your skills ^^ainst 
some orae bet gamos in the world. 


Sign up fee. Save ^29.95 

Hurry special sign up 
offer is only good for 60 days. 


And with GEnie signing up is as 
easy as one, two, dtree. 

(1) Set your modem for local echo 
(half duplex), 3(X) or 1200 baud. 

(2) Dial 1-800-638-8369. When you 
are comiected, jtBt-enter HHH. 

(3) At the U#=r«'ompt simply enter 
X TX99572,GEnie then RETURN, 


And have a major credit card or your 
checking account number ready. For 
information in the US. or Canada, 
call 1-800-638-9636. Or write 
GE Information Services, 401 North 
Washington St, Rockville, MD 20850. 



We bring good things to life. 


CS. Mtm.-fri (/HoJtmu'imidlldriySai., Sun., midmJknudkulidtnfi. Subjerttosmrifffwaihhility. Srmie^nc^rnaybesui^edtoam'char^ Prkfseffeciwe September 1 1990. 





Review 


N apoleon once wrote: "There 
is no place in a fanatic’s 
head where reason can 
enter." Certain fanatics may be 
without reason, but they aiso con- 
stitute some of the most delightfui 
and murderous gaming adver- 
saries an adventurer could hope 
to encounter. 

Chamber of the Sci-Mutant 
Priestess is an adventure game in 
which a group of such fanatics, 
who cail themseives the 
Protozorqs, are chalienged by the 
piayer in the roie of Raven the 
Tuner. A "Tuner" is a sort of 
teiepath; Protozorqs are zealous 
followers of the god Zorq. 

Somewhere in a paraliei 
universe Raven’s beloved, a 
woman with the evocative name 
"Sci R," has been captured by the 
Protozorqs. Because these 
fanatics beiieve themselves to be 
the favored of their god, ail other 
races are considered by them as 
mere barnyard fodder and desig- 
nated as "Offa." However, even 
an Offa may serve Zorq by facing 
and surviving the five ordeais. 

That survivor becomes a "Divo." 

With Divo-hood comes a reward 
of dubious merit which a sensibie 
Offa may or may not wish to ciaim. 

In Chamber, Raven must decide how (or even if), he wishes to 
face the ordeais. His main concern is the rescue of his beioved 
and their escape from the tempie of the Protozorqs. it is a quest 
made up of puzzies, most of which are set out to be soived intui- 
tively rather than intellectually. The puzzles are not particularly dif- 
ficult to solve, but they are quite imaginative. The entire adven- 
ture has an ethereal and seductive quality which make the story 
a joy to participate in. 

Raven’s adventures take place in real-time. The Protozorqs have 
given him only one hour in which to face the five ordeals and 
they will adhere to that schedule. Should the temple guards be- 
come aware that Raven is working on anything other than his five 
challenges, the place quickly becomes more dangerous than a 
convenience store after midnight. 

The fact that Raven is a "Tuner" gives him some interesting 
talents. Among these is the ability to manipulate small objects 
from a distance or propel himself into a berserk rage for the pur- 
pose of committing extreme violence against his enemies. Unfor- 
tunately, almost everyone hates a Tuner and would love to see 
one dead. 

Another item in the endless list of oddities to be found in Cham- 
ber is Raven’s Foetus. The Foetus holds some authority with the 
Tuners, but he and Raven are at the moment not on the best of 
terms. Nevertheless, the Foetus stays perched at the top of the 
graphic screen, providing hints and advice filled with gratuitous 
misspellings. 

Chamber includes some of the most interesting sounds and 
graphics yet to be found in an adventure game program. The 
three-dimensional views of the temple rooms and hallways are 
filled with sculpted mystic missives and obscure objects of faith. 

Color, depth and detail are abundant. When Raven moves or 
manipulates one of the strange objects, the walls resound with a 
convincing and appropriate echo. At times, however, the demonic 
chants and inhuman sounds produced by the program may be- 


come quite unnerving for any 
neighbors who might be 
eavesdropping. 

When Raven interacts with 
another character, a window 
slides or materializes into place, 
displaying a close-up animation of 
that character. This is accom- 
panied by the sounds of 
humanoid squeaks and rumblings 
which make the encounter either 
more realistic or just more bizarre. 
These encounters may also in- 
clude some highly animated com- 
bat, the results of which are strict- 
ly controlled by the program. 
There is no arcade interaction in 
Chamber of the Sci-Mutant Pries- 
tess. 

In addition to the scenery, the 
Chamber screen is rich in equally 
strange-looking icons. It is entirely 
through these icons that com- 
mands in the game are given. 

The Amiga and ST versions use 
the mouse to its fullest potential 
to manipulate Raven and select 
his options. IBM users without 
that digital rodent must pound 
their keyboards instead. For each 
decision Raven must make, a 
very graphic representation of his 
brain (from the stem, looking up) 
appears on screen, adorned with "action bubbles." By selecting a 
bubble with the curser. Raven is made to choose that action. 

Tuning Into Triumph (Hints) 

The documentation’s clever fiction suggests that Raven may not 
need to complete the five ordeals in order to rescue Sci R. This 
was not the present reviewer’s experience. Instead, Raven and Sci 
Fi were not able to escape from the temple when Raven had not 
solved the five ordeals. 

Also, Raven should be discreet in using his awesome Tuner- 
talents while solving the five ordeals. The energy to use these 
talents is not without limit and Raven will need all he can salvage 
once he goes off on his own to search for his beloved. 

Tuning Out The Troubles (Complaints) 

The story is a good one but it ends rather abruptly. The 
elaborate presentation of the program (not to mention its hefty 
price tag) seem to demand a longer, more convoluted plot. Since 
the program fits onto only one (Amiga) disk, there was certainly 
room for more adventure. 

Some players will also be unhappy to discover that the copy- 
protected disk must be write-enabled in order to run properly or 
to save a game in progress. The susceptibility to damage of a 
disk which is both copy-protected and write-enabled make it a 
poor choice for any program. Perhaps Data East will reconsider 
and avoid using it in the future. 

Devoted Observations (Conclusions) 

Chamber of the Sci-Mutant Priestess is an imaginative adven- 
ture game in which the sounds and graphics deserve special 
merit. Fans of puzzle-based adventures will find it enjoyable, if not 
terribly difficult. Only the story’s relative brevity separates it from 
perfection. 


Boy Gets Girl 

Data EasVs "Chamber of 
the Sci-Mutant Priestess" 


by Allen Greenberg 
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Review 


W olfPack is a "simula- 
tion" of the sub- 
marine wars in the At- 
lantic Ocean during World 
War II. The documentation 
notes that it "is a precise 
simulation . . . With attention 
to detail and interactivity ex- 
ceeding that of other current 
implementations . . . [T]he 
game offers you the unprece- 
dented realism of a full-scale, 
real-time, strategic encounter" 
(cf. Manual, page 10). In fact, 
WolfPack is a game "dressed 
up" as a simulation, but 
which, in fact, offers little his- 
torical accuracy. This is not to 
say that WolfPack is a failure 
as a design— it can be fun to 
play, but it is a fact that there 
is little to learn from this 
product in a historical sense. 


The product is, in fact, two 
games. That is, one may 
choose to either captain the (J- 
boat(s) or the surface vessels. 
Most prior releases have con- 
centrated on one aspect ex- 
clusively; Broderbund’s game 
allows either perspective. 
Finally, the "Mission Creation" 
allows one to recreate his own 
scenarios in a readily-acces- 
sible format. 
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incapable of High Seas perfor- 
mance with the Imperial Bat- 
tle Reels. 

Also, the scenarios note the 
"Happy Time" as occurring off 
the English Coast (1939). His- 
torically, the "Happy Time" 
was the period immediately 
after U.S. entry into World 
War II (January - June 1942) 
wherein the German sub- 
marines lurking off the East 
Coast had easy pickings, 
since the Americans had 
failed to institute convoy pro- 
cedures or blackouts along 
the seaboard cities (in effect, 
highlighting the merchant tar- 
gets for the U-Boats). 

Rnally, the icons used to rep- 
resent the German sub- 
marines are in fact historical, 
although this is not men- 
tioned in the manual. The 
icons represent the named 
vessel, but it would have been 
nice to see the historical back- 
ground of such vessel. There 
was an error, in that the U- 
124 uses a "Green Frog" icon 
while this was actually 
Kapitanleutnant Mohr’s per- 
sonal insignia. The ship actual- 
ly used the Edelweiss (thus, 
both symbols were used). 


Under the Sea 


Broderbund*s Wolf pack 

by M. Euan Brooks 


Submarine Shorthand (Documentation) 

The documentation is professionally produced and yields a 
clear understanding of the game mechanics. However, the instruc- 
tions for loading scenarios are somewhat ambiguous. While the 
mechanics are theoretically explained in the "Mission Creation" 
portion of the manual, a player attempting to load the pre-exist- 
ing scenarios is likely to be easily confused as to the loading 
mechanics. 

In terms of historical background, the manual is limited to four 
pages and, at that, some of the facts therein are incorrect! The 
manual notes the historical threat as having inspired Jellicoe’s 
famous "turn-away command" during World War I’s Battle of Jut- 
land. In fact, the actual torpedo threat was from destroyer 
squadrons and not submarines. The World War I submarine was 


TITLE: 

Wolfpack 

SYSTEM: 

IBM 


VGA Graphics Support 


AdLib and SoundBlaster Support 

# PLAYERS: 

0-2 

PRICE: 

$54.95 

DESIGNER: 

John Garcia 

PUBLISHER: 

Broderbund 


San Rafael, CA 


The Seaweed Is Always Greener (Graphics) 

Billed as "Supporting VGA Graphics", WolfPack uses a full VGA 
color display in the opening screens. Thereafter, it resembles a 
super-EGA type standard. The graphics are well-done a la 688 At- 
tack Sub, but they are not of VGA quality throughout. Also, the 
ship sinkings and the sea itself assume a certain "chunkiness" in 
display terms. 

The ship instrumentation is easy-to-read, although the strategic 
map can often become confusing. The normal instrumentation 
screen is easy to use, and periscope viewing can be switched 
180 degrees by the touch of a button. However, fine adjustments 
can be harder to achieve. 

Sound boards are supported, and the implementation is well- 
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done. The opening theme yields a proper aura of depth and 
foreboding. Even on the internal speaker, it sounds interesting. 

Game Play 

In terms of historical accuracy, at least, game play Is the main 
failing of WolfPack. The packaged scenarios are ahistorical and 
generally start out with contact already achieved. Yet, no distinc- 
tion is made between steam and electric torpedoes (and there 
does not seem to be a minimum range), while the surface fleet is 
composed of merchant shipping and a Fletcher-class destroyer. 
Historically, most convoys were protected by DEs (destroyer es- 
corts) and corvettes. 

Input may be made via joystick, mouse and/or keyboard. A 
nice touch is that often, multiple methods are available to switch 
from various game areas. Thus, the gamer has a choice of acces- 
sibility paths. Scoring is done via zero-sum, i.e. the victory points 
for destroyed ships are weighted so that each side constitutes 
50%. Time compression (1-64 times normal) permits one to 
quickly pass over periods of non-contact, although there is a 
danger that too much can happen too quickly unless the player 
is alert. 

WolfPack’s game mechanics involve shifting from bridge to 
bridge (a la Strike Reel), during which time the other vessels 
may continue on pre-set orders or be left to the orders of the 
computer Al captains (who may be relentless, resourceful, 
cautious or by-the-book). The best that can be said of the Als is 
that they can be depended on to do the wrong thing at the 
wrong time (except for the by-the-book types, who never do any- 
thing). Standing orders may be given (U-Boat— Anchor, Shadow, 
Patrol; Destroyer— Anchor, Convoy, Patrol; Merchant Shipping- 
Anchor, Join Convoy, Act as Convoy Leader). 

Depth Charges (Criticisms) 

The two player mode uses an innovative feature where the sub- 
marine screen appears for a set period, following which the view 
switches to the surface player. While adequate warning time is 
provided, the entire play sequence did not allow this reviewer to 
place a consistent and coherent offensive/defensive plan in opera- 
tion. Perhaps, it will take a true modem-to-modem interface to 
achieve the ideal in this regard. 

During play, target acquisition can be made by the submarine 
without using the periscope. Lead is automatically computed (no 
angle-on-the-bow estimates for an accurate firing solution), but 
there is no layered-on complexity (except for time of day, with 
night visibility offering more limited target acquisition). Often, a 
target will appear in one’s periscope, but the message reads "No 
Target". This is "an undocumented feature" (known as a bug to 
the general public). Fortunately, it is not fatal, since even such a 
target can still be sunk by torpedoes. 


Beware of enemy merchant gunners. While historical merchant 
shipping had atrocious gunnery (the merchant marine was not 
known for its time engaged in target acquisition and engage- 
ment), the computer gunners are deadly accurate. Depth char- 
ges by the destroyers are generally set for the correct depth. 
Thus, unless one can quickly^ escape the surface ships and 
destroy them piecemeal, the scenarios usually wind up with a G- 
boat defeat. 

The documentation notes that engaging an oncoming-escort 
"down-the-throat" is an effective tactic. Generally, such a 
maneuver is risky in the extreme— the destroyer presents its smal- 
lest target and the submarine cannot dive deeply enough to es- 
cape if it misses. Sam "Down-the-Throat" Dealey won the Medal 
of Honor for his actions in the Pacific using this tactic, however, 
his boat was also lost with all hands. 

The surface commander will engage in "sprint and drift" tactics. 
Instrumentation is quickly understood and one can understand 
the frustration of the hunter-killer teams— finding, fixing and 
destroying an enemy submarine can be an exercise in frustration 
and patience. Depth charges are usually the weapon of choice, 
because hedgehogs have to be in very close proximity to the 
enemy submarine in order to effect any substantive damage. 

The pre-built scenarios are generally inadequate. They involve 
little of the stalk, but rather involve one directly in the kill— and, 
too often, the kill can be on the wrong side unless one is quicki 
The Mission Generator is easy to use, and one can achieve more 
accurate scenarios. The manual warns that the greater the num- 
ber of ships, the slower the processing speed of the computer. 
Thus, slower machines should design smaller scenarios. 

Conclusions 

There have been too many compromises with reality for this to 
constitute a "precise simulation". In terms of "look and feel", Wolf- 
Pack is analogous to 688 Attack Sub in that both products of- 
fered fine graphics and entertainment, but neither is accurate. In 
fact, WolfPack may be more reminiscent of a modern submarine 
simulation than a World War II era exercise, since one can 
engage targets without utilizing the periscope. WolfPack may ac- 
tually garner some of the commercial success which attended 
688 Attack Sub. However, with the increasing number of 
products available for the consumer, this reviewer does not con- 
sider WolfPack to have any real long-term sustainability. Al- 
though WolfPack lacks realism as a simulation, it can still be en- 
joyed as a game. The sounds and the graphics can be fun, albeit 
ahistorical. 

(c) 1 990 All Rights Reserved 


Recommended Reading 

The documentation cites two references, although it is clear 
that heavy reliance was placed on Robert C. Stern’s U-Boats 
in Action. 

Also recommended are: 

Michael Gannon, Operation Drumbeat, the history of the 
German submarine offensive against the United States in 
early 1942; 

Nicholas Monsarrat, The Cruel Sea, an excellent fictionalized 
treatment of a British corvette during World War 11; 

Peter Cremer, U-Boat Commander, the memoirs of a Ger- 
man submarine captain. 
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W ell, things haven’t 

been going so well in 
the world of Conflict, 


the new "psychopolitical cold 
war" game from Virgin 
Mastertronic. The Israeli 


Prime Minister was just assas- 
sinated and guess who got 
his job. Oh, don’t worry 
about the flying insults, it’s 
the flying bombers that’ll do 
the job. The secret is to be 
ready to rock when the tanks 
start to roll because this very 
Cold War is enough to make 
one shivah. 


The Valley of 
the Shadow of 
Conflict 

by Alan Emrich 


military or political strength 
and woosh! (Time to cail for 
new elections, right?— For- 
tunately for the player, there 
are no elections in Conflict, 
so one is biessed, or cursed, 
with this job until victory or 
death), if a player shows the 
slightest signs of compromise 
or willingness to negotiate a 
settlement, then zoom! (Nor- 
mally, one would need to 
keep an eye open for a 
military coup d’etat, but they 
do not exist in Conflict, 
either, so one’s back is al- 


The objective is straightfor- 
ward enough. Just get every 
neighboring country to col- 
lapse. Fortunately, Saudi 
Arabia is too rich to jeopard- 
ize itself as an imperialist 
stooge of the Superpowers, 
and is therefore "out of the 
game". Naturally, in the best 
traditions of national self inter- 
est, the ends always justify 
the means. Consequently, if 
this means roliing over 
Lebanon under the pretext of 
the invasion being "just a 
training exercise", then so be 
it. 

Players read the headlines 
from the various newspapers 
to commence each month. 
Naturally, the radical Arab 
papers just don’t see the is- 
sues quite the same way as 
the Tel Aviv Times, so the 
headlines not only make for 
some amusing reading, but 
reading between the lines 
can explain a good deal 



ways covered from internal 
politics. Too bad, though, be- 
cause internai Israeli politics 
would make a great game in 
and of itself!). 

FinaHy, the end of worid is 
nigh (and the "nuclear clock" 
begins to strike midnight) as 
the ectotensions of Israel are 
revealed. Or, to put it another 
way, standing in a pool of 
gasoline, it can be difficult to 
find a place to put out one’s 
cigarette (smoking, after all, 
is bad for one’s health). It is 
at moments like this where a 
player must consider his op- 
tions for the month. 

Fortunately, Mossad raises 
the term "cloak and dagger" 
beyond a mere fashion state- 
ment. They can turn the 
enemy’s rabble into rebels, 
create emergency insurgen- 
cies, do coups, and won’t 
hesitate to assassinate. 
Remember, one overthrow 
can ruin a neighbor’s whole 


about the underlying political 

stances of neighboring governments. Often, however, the 
newspapers are white, the print is black, and the journalism is yel- 
low. 

Now, let’s see. First things first. What’s in the morning papers? 
Oh, yes, the old Prime Minister was assassinated. Like Reagan, he 
forgot to duck. Hmm, Iran and Iraq are warring with each other 
this month. Better find out what Mossad (Israeli Secret Service) 
has on that. Here’s an interesting tidbit, a nuclear reactor is being 
built in Egypt. Well, not for long! 

After setting down the papers (recycling some and burning 
others), it’s off to the War Room to study the situation map. It is 
here that the hawks, vultures, sharks and piranha (which con- 
stitute the player’s Cabinet) gather to urge you forward for 
Greater Israel. A simple graphic interface allows one to examine, 
country by country, the status of each nation, as well as its cur- 
rent diplomatic posture towards The Holy Land (i.e., are their ar- 
mies ready to maneuver in Megiddo, or should the IDF start issu- 
ing travel brochures to Syria?). 

It is here in the War Room where the player is reminded by the 
opposition party of the government’s present international pres- 
tige. This is a barometer which is easily altered. Assert Isreal’s 


day (and takes them out of 
the game permanently, just the same as a full scale military in- 
vasion might). 

Hmm, Let’s see. Egypt’s getting a little uppity with that nuclear 
reactor. Better launch a strike on that. Just in case, let’s start 
courting Libya in hopes of drawing Egyptian eyes westward. 
Lebanon is ripe, but Jordan won’t sit still if the Star of David 
starts flying over Beirut. Syria is friendly today . . . Okay, send a 
brigade to the Lebanese border to heat up tensions, bomb Egypt, 
woo Libya and start undermining the Iranian government, just for 
laughs. 

When the going gets tough, however, the tough go shopping. 
Thanks to several U.S. Grants (i.e. the face on the $50 bill), Israel 
has got to chips needed to buy those warlike "super-destmctive" 
procurers of peace, arms. With one’s advisors egging the player 
on, the player sees what is offered by the United States, Britain, 
France and the "independent" arms dealers this month. Of 
course, the selection improves from a supplier if the player 
proves a steady customer, but America tends to have the best 
overall selection (albeit at premium prices). Techno-toys include 
bombers, strike aircraft and helicopter gunships, surface-to-air mis- 

(Contlnued on page 52) 
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A/licroProse Presents 
The Best of Times. 




Knights 

of the Sky 


Do you revel In the glories of 
the past? Then the company 
that defined combat flight 
simulations will make you one of 
the Knights of the Sky for World 
War I dogfighting action — in 
Super 3-D graphics — against 
the greatest aerial aces of all 
time. 


Covert 

Action 



Do you thrive on the challenges 
of the present? Then the 
company that pioneered role- 
playing/simulations will thrust 
you into the dangerous world of 
Covert Action. Take on 
international terrorists, drug 
traffickers, corrupt officials and 
ruthless foreign agents in this 
challenging game of suspense 
and intrigue. 


UGHISPEED 



Do you dream of the wonders 
of the future? Then the 
company that revolutionized 
personal computer 3-D graphics 
will send you to the farthest 
reaches of the galcixy at 
Lightspeed for interstellar action 
and adventure. Explore star 
clusters populated by aliens of 
every size, shape and 
temperament. And see it all 
in Super 3-D graphics 
guaranteed to blow you away. 


They’ll be here soon, so get ready for the time of your life. 
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WATERLOO 


The British Take CIs Back To The Battlefield 


Review by M. Evan Brooks 


W aterloo is a radical departure 
from the normal wargame 
genre. Covering the most 
famous battle in history (one whose 
name alone has passed Into the 
English language as symbolic of 
strategic defeat), the simulation offers a 
perspective more akin to that of the bat- 
tlefield commander than heretofore 
seen. 

Released Initially in England by PSS, 
the game has been slightly revised. In- 
stead of seeing the entire battlefield, 
the player can only see what the histori- 
cal commander could see (although a 
much appreciated option allows one to 
view the battlefield from other loca- 
tions). 


Message From The 
Courier, Sir 
(Documentation) 

The documentation succinctly 
delineates the game mechanics. One 
literally types in his orders to his subor- 
dinate commanders, who generally at- 
tempt to carry them out. The various 
commands are explained and ex- 
amples are provided in an appendix. 
While most of the orders are self-ex- 
planatory, the attack and defense line 
orders could have benefited from more 
detail as to their effect. Similarly, com- 
bat results are never explained, which 
often raises a question as to what hap- 
pens when a subordinate commander 
achieves his objective (Is he able to con- 



tinue on or is his offensive capability at 
an end?) 

When commands are typed in, any 
error will be quickly displayed. Also, 
there is some confusion as to why cer- 
tain orders are not recognized. Some or- 
ders will not be recognized at one 
point, only to be allowed later in time. 
Only repeated play will reveal these 
command opportunities. 

The "Background and History" is well 
written, with this portion of the 
documentation giving a detailed history 
of Napoleonic warfare and an excellent 
account of the battle itself. 


Line of Sight (Graphics) 

The graphics of Waterloo are very 
good. Based on a ground-level perspec- 
tive, one sees what was historically 
present from the chosen vantage point. 
Units are portrayed as domino-like 
blocks, with commanders and dispatch 
riders displayed somewhat less impres- 
sively as Qumby-like stick figures. How- 
ever, the overall impression is still im- 
pressive. While one may question the 
block-like figures, anyone who has 
seen the movie Waterloo (starring Rod 
Steiger as a somewhat dyspeptic 
Napoleon) will quickly acknowledge 
the accuracy of the battlefield portrait. 


NAME: 

WATERLOO 

SYSTEM: 

IBM/Atari ST/Amiga 

REVIEWED: 

IBM 

# PLAYERS: 

0-2 

PRICE: 

$59.95 

DESIGNER: 

Dr. Peter Turcan 

PUBLISHER: 

Strategic Simulations, Inc. 


However, Waterloo frequently 
"redraws" the battlefield. While the time 
lag is not overly disturbing on a fast 
machine, it does become burdensome on 
slower machines. Also, choosing the "can- 
non fire" option does not yield much in 
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NEC's TurboCrafx-CD player 


Warming 

(Continued from page 12) 

driven interface to interview 
one’s favorite rock star; select 
portions of one’s favorite song 
to isolate and listen to; or cre- 
ate one’s own music video. No 
specific artists have been an- 
nounced for this 
PlatinumTRAX series, but 
more than thirty are expected 
to participate over the course 
of the first wave of products. 

Not So Revolting 
Development 

Another way in which the 
four worlds have come 
together is in the role of 
European developers. Just a 
couple of years ago, European 
developers were looked upon 
as useful for converting the 
most successful programs sold 
in the (J.S. from one format 
and/or market to another. No 
one seemed very interested in 
seeing European product un- 
less it could be marketed as 
part of a budget line or could 


fill the gaps caused by a pub- 
lisher’s own products slipping 
into a later time frame. Now, 
European products (particular- 
ly on disk-based format) are 
pushing the G.S. market and 
European publishers are enter- 
ing the G.S. market aggressive- 
ly in their own right. 

In 1990, French developer 
UbiSoft not only introduced 


their own products (Iron Lord, 
Pro Tennis Tour and Puffy’s 
Saga) under their own label, 
but have a full pipeline of 
potential releases in the works 
(B.A.T. - a futuristic action/ad- 
venture that offers impressive 
graphics, challenging puzzles 
and an intriguing atmosphere. 
Unreal - a strange adventure 
through one’s subconscious 


dreamland which combines ac- 
tion and problem-solving into 
an interesting hybrid and the 
as yet unnamed Tetris-style 
game mentioned earlier). 

In order to distribute their 
products aggressively in the 
Gnited States, ClbiSoft joined 
Electronic Arts Distribution. 
They were not the only 
European publisher to take this 
leap across the Atlantic. 

Ocean, once known primarily 
in the Gnited States as the 
developer of many Data East 
games (the Batman games 
and Platoon for instance), has 
joined EAD in order to 
promote The Untouchables 
and Uightbreed (both based 
on the successful films). The 
company is still signed to do 
conversion and development 
work for Data East on the 
NES and former Data East ex- 
ecutive Ray Musci is a major 
player in trying to bring action 
games like Billy the Kid, a 
one or two player ac- 
tion/strategy game based on 
the wild west, and Lost Patrol, 
described in CGW #72’s "Over 

(Continued on page 43) 



SOFTWARE 

Marketed by MicroProse Software Inc. 


Can t find Midwinter? Call 1-800-879-PLAY weekdays 9 am to 5 pm Eastern Time and order by MC/Visa/AmEx; or mail check or money order for $39.95 
for Amiga, Atari ST or IBM-PC/Tandy/compatibie (specily disk size), plus $3.50 for shipping and handling. $5.00 for international order. U.S. funds only. 
MD residents add 5% sales tax. ©1990 MicroProse Software, Inc. Mail orders to: MicroProse Software, 180 Lakefront Drive, Hunt Valley, MD 21030, 


One Cold War May Be Over, But 
A New One Has Just Begun 


A second Ice Age grips the world. Your small, isolated community has 
survived this perpetual winter only because of the heat mines, sources 
of warmth and power that can't be found anywhere else on Earth. 

Now an overwhelming enemy force wants those heat mines, and a 
collection of 32 untrained citizens suddenly becomes the only line of 
defense. Their only hope is superior strategy and leadership. 

That’s your job. 

+ Role-Playing — Take advantage of your citizens’ skills, minimize 
their weaknesses. Remember their loyalties and special desires. 

+ Simulation — Ski down mountain slopes, hang-glide over 
unpassable terrain, drive a snowmobile through treacherous 
passes. 

+ Strategy — can you defeat a barbarian army that outnumbers 
you 1 0 to I ? 

+ Graphics — light-sourced 3-D, fractal-bcised graphics 
provide unprecedented realism. A 160,000 square mile 
playing zone guarantees variety. 


Circle Reader Service # 53 


July/August 1990 


Page 41 





return. The artillery fires are brief and do 
not give the impressive sound and fury 
of a massed Napoleonic Grand Battery. 
Finally, there is no sound whatsoever in 
the program. While this is not a major 
liability, the crackling of the musketry 
and the deeper throated roar of the artil- 
lery would have been appreciated. 

Headquarters (Game Play) 

By its very nature, Waterloo differs 
from the usual wargame. One quickly 
learns that issuing massive sets of orders 
only leads to massive confusion. Like 
Napoleon, one must give general direc- 
tives and leave the execution thereof to 
the subordinate commanders. Thankfully, 
Marshal Ney is absent. Appointed by 
Napoleon as the battlefield commander, 
Ney’s performance may have been 
heroic from the perspective of an in- 
dividual warrior, but was severely defi- 
cient as a higher commander. 

Regrettably, battlefield smoke has been 
omitted. Given the camouflage oppor- 
tunities that smoke often offered on a 
Napoleonic battlefield, this is a somewhat 
questionable call. In attempting to mask 
the British fires from Hougoumont, for ex- 
ample, a Napoleonic battery could well 
have offered concealment (if not cover) 
for Reille’s II Corps to advance on La- 
Haiae-Saint. 

Issuing commands is raised to an art 
form in Waterloo. However, care should 
be taken to avoid relative commands, 
i.e., a command to move 1 /4 mile south 
of Hougoumont should be rephrased for 
the moving unit to "move 1 /4 mile north 
(of its present position). Relative com- 
mands can be executed, but the problem 
is that the artificial intelligence has some 
problems executing relative commands 
consistently. Thus, the direct command 
should be executed if at all possible. 

Insofar as history is concerned, there is 
no dispute that the Napoleon of 1815 
was not the Napoleon of 1805. Despite 
his brilliant defensive operations in 1813- 
1814, the Emperor no longer possessed 
his physical or mental steadfastness of 
prior times. Many historians feel that the 
Napoleonic method failed because troop 
density /strength outgrew the capabilities 
of a single commander. Martin van 
Crevald suggests that the maximum 
troop strength one man can handle may 
well be under 100,000. At Austerlitz 
(1805), Napoleon handled 85,000 men 
well; at Jena-Auerstadt (1806), he lost 
control of up to one-third of his 1 50,000 
man army (cf. COMMAND IN WAR, 
Cambridge, 1985, page 104). Whether 
the Emperor suffered from hemorrhoids, 
stomach cancer, syphilis or dysentery 
(all of which have been postulated by 


various historians), Napoleon’s tactical ex- 
pertise at Waterloo was mediocre. While 
strategically stealing a march on the 
British in order to split the British and 
Prussians (as Wellington said, "Bah, 
Napoleon has humbugged me!"), his ap- 
pointment of commanders for this cam- 
paign was questionabie. Recently ap- 
pointed Marshal Grouchy was a good 
cavalry commander, but not a leader for 
independent command. Marshal Ney’s 
mental adroitness had been questionable 
since the Russian Campaign. Marshal 
Davout, appointed to head the War Minis- 
try and Paris, noted that his tenure would 
be superfluous if Napoleon was defeated, 
but his services would be of more assis- 
tance to the Field Army. Marshal Soult 
was appointed as Chief of Staff (since 
Berthier’s lamentable "fall from grace" a 
few months earlier) and his expertise was 
lacking in such a sphere of responsibility. 

Tactically, the British position at Water- 
loo was unbalanced, with the right flank 



being understrength. Napoleon’s in- 
tended diversion at Hougoumont (which 
was translated by his brother into a bull- 
headed direct assault, which disrupted 
the French II Corps) followed by an as- 
sault up through La-Haiae-Saint was an 
acceptable maneuver, although it did not 
emulate the ideal Napoleonic concept of 
the flank attack. Still, the French Army of 
1815 was less well-trained than the 
French Army of 1807 (due to a decade 
of casualties) and its tactical execution 
suffered. 

It is interesting to note that Wellington’s 
position revealed much more of the bat- 
tlefield than Napoleon’s. This was a 
direct function of his selection of that par- 
ticular area for defense. Today, if one 
visits the battlefield, he will be most im- 
pressed by the virtual flatness of the ter- 
rain. The minor folds of the terrain ap- 
pear minimal, yet to the trained military 
officer, these proved of immense sig- 
nificance. 

Also, in 1912, the Belgian Government 
erected the Lion Hill, a large hill which 
overlooks the battlefield from the British 
position; the problem is that by excavat- 
ing the nearby terrain to erect the hill. 


the entire battlefield topography was 
modified. Finally, this reviewer would 
note that much of the terrain at Waterloo 
seems to be composed of clay with 
rather large air pockets— terrain inimical 
to cavalry. No historian seems to have 
mentioned this, and possibiy the terrain 
characteristics have been changed in the 
last century. If the terrain is still similar, 
however, then this is another explanation 
of why the French cavalry could only be 
employed at certain areas of the bat- 
tlefieid. 

But even the historian, familiar with the 
actual battlefield, will often become con- 
fused in Waterloo. Wargaming, as most 
gaming grognards know, is not a true 
test of battlefield decision. Instead, it is a 
detailed historical staff study. Generally, 
one has more information (regarding 
order of battle, combat results and ter- 
rain) than any historical commander. In 
fact, when wargames exemplify enemy 
order of battle uncertainty, the basic of- 
fensive mindset of most players rapidly 
decreases. 

"...[Wjhen war games are held with all 
participants gathered in a comfortable 
room— under such conditions it is almost 
inevitable that the real nature of war as 
the most confused and confusing of all 
human activities will be lost sight of and 
command come to be regarded mainly 
as the regular unfolding of carefully laid 
plans." Martin van Crevald, COMMAND 
IN WAR, pp. 151-152. 

Victory or Defeat? 
(Conclusions) 

Waterloo is a radical departure from 
most wargaming. Its ground perspective 
and issuance of orders places the player 
in the role of the battlefield commander— 
with the disadvantages inherent in such 
position. The simulation will rapidly teach 
the user why commanders have difficulty 
in achieving battlefield success and why 
we compensate generals so well. 

Waterloo tends, at times, to offer more 
substance than "entertainment". For ex- 
ample, one is never sure as to the status 
of his subordinates and one often reinfor- 
ces failure rather than rewards success in 
the course of gameplay. The user will 
rapidly learn that orders, once given, are 
difficult to withdraw and that subordinate 
commanders may have a different (and 
indeed more accurate) understanding of 
their duty. To a wargamer familiar with 
the American "standard" (i.e. overhead 
hexagon-type movement), Waterloo's 3- 
D command perspective can prove a 
frustrating experience or an exciting one, 
depending on one’s perspective. Also, 

Continued on page 54 
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Warming 

(Continued from page 41) 

There" column, to market. 

Data East and Ocean are also 
co-licensees on RoboCop 2, ex- 
pected to be a first quarter 
product in 1991. 

After seeing Bullfrog’s 
(Populous) latest product 
(Warmonger in the G.K., 
Powermonger in the G.S.), 
one cannot help but wonder 
how long it will be before they 
join the ranks of full-fledged 
publishers. Powermonger is a 
real-time strategy /wargame 
using the familiar three-dimen- 
sional perspective of Populous. 
There are some significant 
refinements, however. The 
graphics are more detailed, 
have lost that "Lego"-style 
brick look, involve cascading 
waterfalls and provide realistic 
looking trees, shrubs, villages, 
etc. The game model includes 
regionalized weather which 
players do not control, micro- 
economic sequences where 
one sends his/her villagers out 
to forage for raw materials and 


into the workshop to "Invent" 
plows, weapons, vehicles, etc., 
which end up advancing the 
civilization and accelerating its 
growth. Op to four different 
player civilizations can com- 
pete simultaneously via a serial 
connection. The game is due 
to be released in the Fall. 

Infogrames and Mirrorsoft 

are two other European publish- 
ers to keep one’s eyes on. The 
former were developers of Full 
Metal Planet for Data East (as 
well as Mindscapc’s Captain 
Blood and Data East’s Cham- 
ber of the Sci-Mutant Pries- 
tess and Drakkhen). Based on 
a French boardgame. Full 
Metal Planet is a fast-moving 
strategy/wargame game set in 
a futuristic setting. In addition 
to strategy and resource 
management, players will have 
to learn how to deal with the 
severe tidal systems which are 
almost unpredictable and 
upset the military balance sig- 
nificantly from time to time. 

The Atari ST version of this 1-4 
player game has been extreme- 
ly well-received in France and 
the Amiga/PC versions should 
be very successful in the O.S. 


Mirrorsoft will have just com- 
pleted Flight of the Intruder 
for Spectrum HoIoByte by 
the time this report hits the 
stands. Based on the best-sell- 
ing novel by Stephen Coonts, 
this A-6 lntruder/F-4 Phantom 
simulation will feature 16-color 
VGA graphics. The game will 
be mission-based, using "ac- 
tual" encounters from Vietnam 
veterans. In a CES press con- 
ference, Coonts noted that 
many of the encounters found 
in the book were based on per- 
sonal experiences, but most of 
those which were not hap- 
pened to be based on the ex- 
periences of his colleagues. 

The product is expected to 
handle the rules of.engage- 
ment and personalities of the 
pilots in an authentic manner. 

Finally, Spectrum HoIoByte is 
not the only country with 
development occurring behind 
what was once "The Iron Cur- 
tain". California Dreams has 
their programming done in War- 
saw, Poland and their 
developers are planning to 
produce a game based on East- 
ern European politics and 


economics. The global com- 
munity just keeps coming 
closer together. 

VGA Standard 

In order to stay ahead of the 
16-bit graphics used in NEC’s 
TurboGrafx 16 (the graphics, 
not the CPO) and Sega 
Genesis, disk-based publishers 
are continuing to push the 
graphics technology. Lucas- 
film Games has entered into a 
promotional agreement with 
Western Digital, makers of 
the Paradise VGA boards. In- 
deed, a purchaser of a 
Paradise VGA board in the 
next few months will receive a 
free copy of the VGA upgrade 
of Indiana Jones and the 
Last Crusade: The Graphic 
Adventure. Lucasfilm also 
plans to ship Secret Weapons 
of the Luftwaffe with a VGA 
mode. Access Software is 
determined to push the win- 
dow even further. They are 
preparing 8514 versions of 
their future games for those 
who can afford the circa 
$1,000 needed to purchase 



SOFTWARE 

Marketed by MicroProse Software Inc. 

Can't find Command HQ? Call (301) 771-1151 weekdays 9 am to 5 pm Eastern Time and order 
by MCA/isa; or mail check or money order for $59.95 for IBM-PC/Tandy/compatibles version 
(specify disk size), plus $3.50 for shipping and handling. $5.00 for international order. U.S. funds 
only. MD. residents add 5% sales tax. ©1990 Microrrose Software, Inc. Command HQ is a 
registered trademark of MicroProse Software, Inc. All Rights Reserved. Mail orders to: MicroProse 
Software, 180 Lakefront Drive. Hunt Valley, MD 21030. 


“Face the Opposition” 


Decisions are getting harder to make; global situations 
tougher to analyze. You’re not sure who the enemy 
is any more. You just know that you’re barely staying 
half a guess ahead of him. Your air and land forces 
are together. If you could just coordinate your naval 
power, you’d manage to stay on top. 

Your opponent has second guessed you pretty 
well so far. But you know he’s not ready for 
your next move. 

You haven’t had this much fun since you 
brought your PC home. 
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Our Keys To The Future 

The Computer Learning Foundation! 

We’re helping you put kids on computers. 


Computers and software can unlock kids' 
creative potential. We help people understand 
technology. As the official host of Computer 
Learning Month® every October, we facilitate 
thousands of classroom and community 
programs, helping millions discover the 
benefits of using computers. 



Our TV series, books, programs and contests 
are available to teachers 
and parents everywhere. 

And now families can 
save up to 50% on top 
software and accessories, 
approved by the Foundation, 
our partnership program with Del Monte® 

Snack Cups. So, write us today: 

Computer Learning Foundation, Dept. CGW7 
P.O. Box 60007, Palo Alto, C A 94306-0007. 


Consumer information on [software] programs remains 
spotty at best. A potential solution... the Computer Learning 
Foundation will evaluate and recommend software for its 
educational value, as well as provide information to both 
schools and families on how to integrate computer-based 
learning into everyday life.^ —NEWSWEEK 

Computer technology is here to stay. It is imperative that 
we prepare our children to use the tools of their times. 
...[Technology] should be fully integrated into our 
educational methods if we are to realize its many benefits.^ 
—BUSINESS WEEK (special section article by 
Sally Bowman, Computer Learning Foundation Director) 






COMPUTER 

LEARNING 

FOUNDATION 



The Computer Learning Foundation is a non-profit organization sponsored by: 


Academic Computing® 

American Educational Computer 
Apple Computer, Inc. 

Britannica® Software, Inc. 
Broderbund Software, Inc. 
Classroom Computer Learning 
Compu-Teach™ 

Computer Gaming World 
Curriculum Product News 


Davidson & Associates, Inc. 
Del Monte Foods, USA 
Electronic Learning 
First Byte® 

Great Wave Software® 

IBM Corporation 
inCider Magazine 
Jostens Learning Corporation 
The Learning Company® 
Logo Computer Systems, Inc. 


Microsoft 

Prodigy Services Company 
Scholastic Software,™ Inc. 
Sierra® 

Software Publishers Association 
Tan(^®/Radio Shack® 

T.H.E. Journal 
Teaching K-8 
Today's Catholic Teacher 



that Paradise board (256 
colors with 1024 x 768 resolu- 
tion). 

In the meantime, a host of 
other products offer VGA 
resolution. For example, New 
World’s King’s Bounty, an ac- 
tion/strategy game with com- 
pletely revamped graphics 
from the Apple version uses 
VGA resolution. Also, Three- 
Sixty’s core products for the 
fall line all feature 256 color 
palettes and VGA resolution. 
These include: MegaForlress 
(their "Flight of the Old Dog" 
game), a World War II sub- 
marine game (tentatively 
called Das Boot) and Ace of 
Aces II. It is no surprise that 
Sierra’s own label will sport 
graphics with superb resolution 
in King’s Quest V, Space 
Quest IV: Roger Wilco and 
the Time Rippers, Oil’s Well 
(an arcade-style oil-drilling 
game), and Mixed-Up Mother 
Goose. The Dynamix label 
uses 256 colors and VGA 
resolution in their Red Baron, 
Stellar 7 (an updated version 
of their classic, science fiction 
arcade adventure). Rise of the 


Dragon (a point and click inter- 
active adventure) and Heart of 
China (a point and click adven- 
ture game in a different artistic 
style than Rise of the Dragon) 
games. Virgin Mastertronic’s 
Wonderland makes exquisite 
use of both the full VGA 
palette and resolution. The 
same is true of Origin’s 
Wingleader and Worlds of Ul- 
tima: Savage Empire. Finally, 
Interplay’s exquisitely 
rendered BattleChess II: 
Chinese Chess and Lord of 
the Rings role-playing game 
both use the full 256 color 
palette and resolution. 

Sound and Fury 

Signifying 

Something 

Another major step in the 
use of sound for computer 
games has just been taken. 
Contrary to Macbeth (and 
maybe William Faulkner), who 
felt that sound and fury had 
nothing to really communicate. 
Origin Systems believes that 
sound is very significant. Now, 


using a software-driven "ten- 
sion meter" with branching 
musical phrases driven by 
software sequencing com- 
mands, they have unveiled 
SoundTrax. This phenomenal 
approach emulates the 
cinematic experience of having 
the music in the soundtrack fit 
the emotions of the on-screen 
action. CGW Editor-in-Chief 
Sipe calls this advancement in 
computer game soundtracks, 
"interfacing at a subliminal 
level". Both Fall releases for 
Origin, Wingleader (a three- 
dimensional, polygon-filled 
space action shoot-’em-up with 
over 60 missions of advancing 
difficulty and a cinematic style 
wrapper of dramatic cut 
scenes/animations) and 
Savage Empire (a classic pulp 
adventure story using the Ul- 
tima VI interface) will use the 
new technique in conjunction 
with two original soundtracks 
by George "The Fat Man" 
Sanger (Loom composer). 

Film At Eleven 

The world of computer enter- 


tainment never stands still. In 
many ways, the Fall products 
for 1990 are predominantly 
consolidating the technological 
advances of the last twelve 
months. In terms of game 
play, value, story and depth, it 
appears that they will surpass 
their immediate predecessors. 
One fact seems certain, four 
worlds of computer entertain- 
ment are converging on the 
adult market of computer 
gamers. It now seems that 
more of a coalescence than col- 
lision will occur, but the good 
news is that new relationships, 
understandings and creative un- 
dertakings are likely to take 
place. 

Culturally and economically 
speaking, the four worlds are 
definitely coming together in 
technological interaction and in- 
terpersonal communication. 
Next month, COW’S report on 
the Summer Consumer 
Electronics Show continues 
with a summary of simulations, 
role-playing, strategy and ac- 
tion games. 



Don’t Expect Mr. Nice Guy” 

They call me the Punisher, and that should tell 
you all you need to know. Members of organized 
crime killed my family and got away with it. I’m 
settling the score. 

And I get paid to do it. A clandestine group 
finances my missions because I accomplish 
what the justice system can’t. I eliminate drug 
dealers, expose corruption — 1 even terrorize 
terrorists themselves. 

Who says there’s no justice in the worid? 


Marketed by MicroProse Software, Inc. 


Can t find The Punisher? Call (301 ) 771 -1 151 weekdays 9 am to 5 pm Eastern Time and order 
by MCA/isa; or mail chei^k or money order for $39.95 for IBM-PCn'andy/compatibles version 
(specify disk size), plus $3.50 for shipping and handling. $5.00 for international order. U.S. 


funds only. MD residents add 5% sates tax. ©1990 Marvel Entertainment Group, Inc. All Rights 
Reserved. The Punisher and other Marvel characters and the distinctive likenesses thereof are 


trademarks of the Marvel Entertainment Group, Inc. and are used with permission. The Punisher 
is produced under license from frie Marvel Entertainment Group, Inc. Send orders to: MicroProse 
Software. 180 Lakefront Drive, Hunt Valley, MD 21030. 
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Interview 


Behind The 
Budayeen 


An Interview with George Alec Effinger 

Mr. Effinger is a science fiction author who has created a fictitious 
universe that became the setting for Infocom’s Circuit’s Edge. 



C GW: Rrst of all, we want to ask a few questions about the 
books which form the background of Circuit's Edge. For 
instance, how did the books come to reflect Islamic cul- 
ture? 

Effinger: Actually, When Gravity Fails is based on the French 
Quarter in New Orleans, but it has been transmogrified into the 
Budayeen. In general, I wanted to avoid the Japanese-dominated 
future described by William Gibson in his books, Neuromancer, 
Count Zero and Mona Lisa Overdrive, and Lucien Shepherd 
had already staked out Central America for his dark future, I 
decided that the Islamic world offered the best potential for merg- 
ing a lesser known culture with an advanced future. 

CGW; There is one particularly unique facet about your world 
in both the books and the game. We’re talking about the sexual 
crossovers. Was there a social agenda in depicting characters 
with switches in sexual identity? In fact, doesn’t Marid seem to 
prefer people who have changed their sexual identities? 

Effinger: I don’t know exactly how it happened, but I was 
trying to create a world where people could not pigeonhole 
others based on sexual identity. Once I had created the world, 
having Marid be completely heterosexual would have been 
cowardly. I think you’ll like the third book of the series. It has 
kind of a soap opera between Yasmin (Marid’s former lover), the 
widow, and Marid. 

CGW: Now, to be a little more relevant to the game itself, what 
was your involvement with the game? 

Effinger: Basically, I demanded a certain degree of control in 
order to be certain that the on-screen messag ?s would appear in 
my style. I wrote almost all the messages that appear on the 
screen. In fact, I probably wrote about 75% of everything on the 
screen. There are only a couple of side-plots that I didn’t see. 

Beyond that, I provided Westwood Associates [Ed: The 
developer used by Infocom in producing the game.]) with a 
list of all the characters and places in gravity and fire and they 
placed them the way they wanted. 

CGW: Your books have some pretty mature themes in them 
with plenty of sex and violence. Was there any problem in trans- 
forming your fiction into a computer game? 

Effinger: Actually, references to sex and drugs were a prob- 
lem. 1 wrote the sex scenes in a tasteful way, but the dmg stuff 
had to go. Mediagenic didn’t want any references to drugs. Per- 
sonally, I don’t want to be supporting drug use or anything like 
that, because in the books, whenever Marid uses drugs he gets 
punished in some way or another. 


I also don’t know why Mediagenic took the condoms out. I was 
trying to say something positive by mentioning them. 

CGW: Getting into the fiction a little bit, if you could have the 
kind of "moddie" (a personality modification chip which plugs 
into the brain and enables one to take on the personality charac- 
teristics of either a real or fictitious character) you describe in the 
book, what moddie would you most like to use? 

Effinger: Lou Gehrig, probably. I’m the biggest baseball fan in 
the world. Of course, it would be great to experience Bob Feller. 
I’m a long-time Cleveland Indians fan. 

CGW: We understand. Some of us like the Chicago Cubs. Get- 
ting back to the game, though, we wonder about the amount of 
violence in your books, as well as the game. For example, your 
short story, "No Prisoners", seems to justify war as an instrument 
of social policy. 

Effinger: I’m actually anti-war in my philosophy, just on this 
side of being a pacifist. With regard to "No Prisoners", I believe 
that war can be like surgery in a World War II setting with clear- 
cut villains. However, if you were born in an Islamic country, war 
would be understood differently. Frankly, I think one of the 
reasons we have difficulty in dealing with Islamic countries is be- 
cause we know as little about them as we did about the Viet- 
namese. We don’t know what is important to them and we are ig- 
norant of what motivates them, even trying to convert them by 
force. 

CGW; Do you think that the study of Islam in preparation for 
writing the books and the game has changed you yourself in any 
way? 

Effinger: Well, Islam has, basically, five pillars that the devout 
follower tries to keep: testify to one god with Mohammed as his 
prophet, pray five times a day, make pilgrimage to Mecca, keep 
Ramadan and give to the poor. That last pillar has probably 
changed my attitude the most. I’ve learned to be more generous. 
Did you know that there are documented tales of one beggar 
passing another on the way home and giving his alms to the 
other? 

CGW; No, but we were impressed with how Marid learned to be 
more generous in A Fire in the Sun. 

Effinger: In fact, Marid is almost completely autobiographical. 
Many of the gorier things in "Gravity" were actually witnessed by 
me at one time or another. I have sort of a fascination with the 
way things are in the lower rungs of society. In fact. I’ve probably 
done a lot of foolish things, but I’ve got a writer’s curiosity about 

[Continued on page 62) 
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Reader Input Device 


On the R.I.D. card provided opposite page 8, 
please rate the following games (if you have 
played them) and articles (if you have read 
them) by using a letter grade scale (I.e. A to 
F). Just rate the games as if you were an 
educator. As with the world of education, the 
scale will translate to; 

A “ Excellent 
B “ Above Average 
C “ Average 
D ” Below Average 
F “ Failure 

If you wish, you may assign pluses (+) or 
minuses (-) to your letter grade (i.e. B+, B-, 

C+, C-, etc.). As always, rate only those games 
that you have played. 

Demographics 

(List the appropriate number) 

1. What is your age 7 

1 “ Under 14 years old 

2 “ 14-17 years old 

3 ” 18-20 years old 

4 * 21-30 years old 

5 - 31-35 years old 

6 “ 36-40 years old 

7 “ 41-50 years old 

8 ■ 51+ years old 

2. What machlne(s) do you play games on? 
(List all numbers that apply. List the machine 
you use most often first, the others in decend- 
ing order of use). 

1 “ IBM, clones, Tandy 

2 “ Amiga 


3 “ Apple 8 bh 

4 “ Apple ligs 

5 “ Atari ST 

6 = Atari 8 bit 
7-C-64/128 

8 - Macintosh 

9 •= Other (specify) 

3. Which of the following cartridge-based enter- 
tainment systems do you own or plan to buy 
in the next 12 months? (List all that apply) 

1 = Nintendo Entertainment System 

2 = Sega Genesis 

3 “ Sega Master System 

4 - NEC TurboGrafx 16 

5 ” Nintendo Game Boy 

6 = Atari Lynx 


RID #73 Questions 

Games 

4. Their Finest Hour (LucasHIm) 

5. F-19 Stealth Fighter (MicroProse) 

6. Sim City (Maxis) 

7. M-1 Tank Platoon (MicroProse) 

8. Harpoon (Three-Sixty) 

9. Populous (Electronic Arts) 

10. Starflight 2 (Electronic Arts) 

11. Lords of Rising Sun (Cinemaware) 

12. Red Storm Rising (MicroProse) 

13. TV Sports Basketball (Cinemaware) 

14. Action Stations (Conflict Analytics) 

15. Circuit’s Edge (Infocom) 

16. Conquests of Camelot (Sierra) 

17. Panzer Battles (SSG) 


18. Nuclear War (New World) 

19. Sid Meier’s Railroad Tycoon (MicroProse) 

20. Sword of Aragon (SSI) 

21. MegaTraveller 1 (Paragon) 

22. Earthrise (Interstel) 

23. Chamb. ScLMutant Priestess (Data East) 

24. Escape From Hell (EA) 

25. F-15 Strike Eagle II (MicroProse) 

26. TANK ( Spectrum Holobyte) 

27. Genghis Khan (Koei) 

28. Indianapolis 500 (EA) 

29. Drakkhen (Data East) 

30. Rings of Medusa (Star Games) 

31. Full Count Baseball (Haffner) 

32. Shark Attack: Greg Norman Golf 

(Virgin Mastertronic) 

33. Fire Brigade (Panther Games) 

34. X-Men; Madness In Murderworld (Paragon) 

35. Malta Storm (SimCan) 

36. Gold of the Americas (SSG) 

37. Task Force (Fanfare) 

38. Champions of Ktynn (SSI) 

39. Future Wars (Interplay) 

40. Nobunaga’s Ambition (Koei) 

Articles 

41. Circuit’s Edge Hints 

42. Effinger Interview 

43. CES Report 

44. Second Front Strategy 

45. Railroad Tycoon Strategy 

46. Waterloo Review 

47. WolfPack Review 

48. Opinion on Camelot and Loom 

49. Chamber of Sci-Mutant Priestess Review 

50. Conflict Review 



This Is No Joy Ride’’ 

Our ship burst through the Spinward Marches like a 
flash of light. My heart’s pounding fast. Five trained 
soldiers running on nervous energy. Someone’s 
racing up behind us. I can’t tell who or where they 
are. If I can just get us through the Yres system, 
we may get to the starport in time. 

After that last battle, I know nothing could have 
prepared us for this. 

Look for the MegaTraveller Giveaway 
each box! 


In 


Marketed by MicroProse Software, Inc. 


Can I find MegaTraveller 1 : The Zhodani Conspiracy? Call (301) 771-1151 weekdays 9 am to 5 pm 
Eastern Time and order by MCA/isa; or mail check or money order for $59.95 lor IBM-PCTTandy/ 
compatibles version (specify disk size), plus $3.50 for shipping and handling. $5.00 for international 
order. U.S. funds only. MD residents add 5% sales lax. ©1990 Paragon Software and Game 
Designers' Workshop. All Rights Reserved. MegaTraveller is a registered trademark of Game 
Designers' Workshop. Send orders to: MicroProse Software, 180 Laketront Drive, Hunt Valley. MO 
21030, ' 
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Scorpia.*s Column 




Scorpions l/iezo 

"Conquests of Camelot" and "Loom" 


corpia is an experienced and 
respected adventure game ex- 
pert. CGW is pleased to be able 
to provide this forum for her distinctive 
and, sometimes, controversial perspec- 
tive. 

This time around, as I gaze into my 
crystal ball, two images form in the glass. 
No, this isn’t double vision; it just means 
that the column covers two games in- 
stead of the usual one. 

The Latest Defender of 
Camelot 

Conquests of Camelot is Sierra’s 
latest adventure game, set during the 
reign of King Arthur, and focuses on the 
search for the Holy Grail. It takes a few 
liberties with Arthurian and Grail legends. 


but unless you’re a scholar of these sub- 
jects, it won’t matter very much. 

Three of the best Knights of the 
Roundtable— Lancelot, Gawain, and 
Galahad— have gone off in search of the 
Grail. None have returned, and time is 
running out. The healing and restorative 
powers of the Grail are sorely needed in 
England, which is currently in bad shape 
and getting worse. Thus, King Arthur 
decides to seek the Grail himself. 

Except in the matter of travelling 
around Britain (which is done by choos- 
ing a specific point on a full-screen map, 
reminiscent in some ways of Manhunter- 
style travel), this is your typical graphic- 
with-parser Sierra adventure. The 
graphics, however, are rather sub-stand- 
ard for a Sierra game. In EGA mode, 
they are somewhat grainy, with large 
pixels that reminded me of nothing so 
much as tapioca pudding. After the 


beautiful look of King’s Quest IV and, 
especially. Hero’s Quest I, this is a let- 
down for anyone expecting pretty pic- 
tures. 

Arcade-game haters will be saddened to 
learn that there are several action sequen- 
ces in the game, including killing off a 
few wild boars, jousting with the Black 
Knight, and an elaborate sword fight with 
a Saracen near the end. Of course, since 
knights were famed above all else for 
their fighting prowess, these sequences 
should not be entirely unexpected. Be 
grateful there weren’t more of them. 

Fortunately, for those who prefer get- 
ting past such things quickly, there is an 
arcade setting that ailows you to choose 
difficulty levels for these events. 1 definite- 
ly recommend "Easy" if you aren’t 
thrilled by arcade combat in adventure 
games. 
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The best wargame simulation in the world...just got better. 



For more 
information, 
please call 
408-879-9144 


Harpoon is a regisfered 
trodemork of GDW Inc. 
- 1990 

Three-Sixty Pocific, Inc. 
2105 S. Boscom Ave. 
Compbell, CA 95003. 


which is why Harpoon, the best military 
simulation in the world, just got better! 


n the few short months since it hit the streets, Harpoon has become the 
number one, best selling wargame simulation in America. And no wonder 


Harpoon is now acknowledged as the ultimate, most startlingly realistic inter- 
pretation of how the final war at sea might take place. 

With multiple command, tactics, weapon, and scenario choices. 

Harpoon pits the mighty sea and air power of the USSR against the 
combined NATO forces. And it does it in a way that no other game 
ever has. 

But don’t just take our word for it, read what the reviewers say. 

“Harpoon delivers an intense and sophisticated gaming 
experience”. 

Keith Ferrel, Compute 

“I learned more after six hours with Harpoon than I did after 
a years study at the Naval War College”. 

M. Evena-Brooks, Computer Gaming World 

“Harpoon is the definitive simulation 
of modem warfare at sea”. 

Richard SheReld, Game Players 

And now with the release of new, and even 
more challenging Battlesets, as well as the 
extraordinary Scenario Editor, you not only 
have more ways to test your skills, 
you can even customize the 


HARPOON'S 
EVER GROWING 
OPTIONS. 

BAniESET #2: NORTH AMERICAN CONVOY 
SCENARIO EDITOR 

BATTLESET#3&4:COMINGSOON 

Now there are many ways to extend, even 
customize, the way you can interact with 
and continue to enjoy Harpoon. 

With the new Battleset covering convoy 
operations in the North Atlantic, Harpoon 
is committed to ramping up the degree of 
difficulty and challenge you will face as you 
test your powers of decision and command 
to their fullest. 

Then when you're ready for the ultimate 
challenge. . .You can use the Scenario Editor 
to create the Ultimate Battle. 

Because only Harpoon's unique Scenario 
Editor will let you re-design, even starting 
from scratch, every single parameter in 
every scenario. Which means you can 
decide the battle location, weaponry, load 
out, electronics, convoy composition, even 
the timing, of every game you play with 
Harpoon. 


play 


the 


game 


way 


you 


In fact, with the Scenario Editor you can 
decide exactly how you want the final 
confrontation at sea to take place. 
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Unfortunately, there isn’t much you can 
do about the frozen lake. Here, you must 
ti[>-toe across four screens’ worth of thin 
ice, and fast response is necessary to 
keep Arthur from plunging through to a 
wet and frigid death. A certain object 
(when activated) wili heip a littie bit, but 
it is stili a tedious and frustrating ex- 
perience. "Save often, save Arthur" 
should be your motto while crossing the 
iake. 

There is aiso a rather mercenary aspect 
to the game. Almost everyone, be they 
human, god, or spirit, seems to have a 
hand out for money. Arthur will definitely 
need a full purse for his travels both in 
England and abroad. 

The game begins with Arthur standing 
on a stylized floor plan of his castie. 

From there, he can move around quickly 
to different rooms, enter them to talk to 
people, pick up items and equipment, 
etc. It’s a great time-saver, especialiy as 
you don’t have to enter every room (and 
Meriin wiii teii you so). 

Speaking of Merlin, you not only have 
to talk to him, there is an object of criti- 
cal importance in his room that you ab- 
soluteiy must get. It is not used until al- 


most the very end of the game, when 
you’re in the catacombs, but without it, 
you cannot finish. 

This comes under the heading of what 1 
call "Dirty Tricks". You need this item, 
and there is no way to get it, except by 
restoring the game, possibiy pretty far 
back. Then, of course, you’re stuck with 
having to replay from that point on, per- 
haps through a substantial part of the ad- 
venture. And, if you shouid happen not 
to have any saves from the England part 
of the game . . . you would have to 
replay the whole thing. So, make certain 
you ieave Cameiot with a lodestone in 
your pocket. 

After Arthur has taiked to everyone, 
and picked up everything he needs, it’s 
time to for him to start out on his jour- 
neys. Essentialiy, he is foiiowing the 
paths taken by his three knights, one at 
a time, his first stop being Giastonbury 
Tor. 

This is reached through the Forest 
Periious, where Arthur wili encounter the 
above-mentioned boars and Biack 
Knight, among other things. There are 
realiy no puzzies here except figuring out 
what the hag wants, and answering the 


conundrums posed by the riddle stones 
guarding the entry to the Tor. 

There are five stones, and each asks a 
riddie taken at random from a pool of 
twenty-five. Aii five must be answered cor- 
rectiy before you can pass. There are no 
separate ciues or hints to the solutions; 
you just have to figure them out on your 
own. For most, this wili probably be the 
hardest part of the game, so save after 
you do the hag. If one or more riddles 
prove too tough, restore to that point 
and try again. Eventually, you should get 
five riddles you can answer. 

At the Tor, Arthur must deal with the 
Mad Monk, and then find a way of break- 
ing the spell that keeps him trapped in 
the ruins. Meither of these is especially dif- 
ficult to accomplish, particularly if you 
keep that strange altar in mind. 

From the Tor, Arthur visits the Lady of 
The Lake (the same lake that is now 
frozen over), where he must pass a test 
of Flower Language in order to save both 
himself and Lancelot. This test is extreme- 
ly easy, since all the answers are in the 
game manual (indeed, there are a num- 
ber of tests that require having the docs, 
so keep them handy!). 


SUPREMACY 
★ ★★★★ 
Crisis in the Far East 

In the dimly lit Situation Room, Charles 
stands alone. Intelligence reports confirm 
the worst. The Chinese army has captured 
the Soviet port of Vladivostok. Moscow 
wonts help now! 

Charles glances at the map, his heart 
pounding. If he sends troops, will the 
Chinese pull back... or escalate to a 
nuclear strike? 

Live on the edge like Charles. Play 
Supremacy - the world conquest board 
game fought in the nucleor age. 

FREE COLOR CATALOG OF GAMES 
Call Toll Free 1-800-333-0589 
24 hours / 7 days 
At better game stores worldwide. 




MasterCard/Visa 
1 •800-545-61 72 
(after 5 p.m.) 

Orc/e Reader Service # 57 


“Powerful programs of growth and adventure” 

THE MAGIC MIRROR . . . self-awareness and 
change. E. Kinnie, PhD. Clinical Psychologist. $29.95. 
MERLIN ... an apprenticeship in the ancient 
Celtic tradition. $24.95. 

I CHING . . . wisdom and prophecy at a tea house 
on a quiet pond. $24.95. 

THE MAGIC MOUNTAIN ... a wild, occult ex- 
perience. Not for children. Specify male or female 
version. $24.95 each. Both, $39.95. 

Blue Valley, 29 Shepard St.. Walton. NY 13856 




Conbersftons; Received 


Aquanaut (Miles Computing) Atari ST 
Centauri Alliance (Broderbund) C64 
Champions of Krynn (SSI) Amiga 
Decisive Battles of American Civil War 
(SSQ) IBM 

European Challenge (Accolade) C64 
F/16 Combat Pilot (EA) C64 
Fire King (SSQ) IBM 
Gold of the Americas (SSQ) Atari ST 
HardBall ii (Accolade) Amiga 
Heat Wave (Accolade) Amiga 
Hero’s Quest (Sierra) Amiga 


Jack Nicklaus Championship Courses 
1989 (Accolade) Mac 
Jack Nicklaus Greatest 18 Holes (Ac- 
colade) Mac 

Jack Nicklaus International Course Disk 
(Accolade) Mac 

Manhunter 2: San Francisco (Sierra) 
Amiga 

Out Run (Sega) Amiga 
Panzer Battles (SSQ) Mac 
Sword of Aragon (SSI) Amiga 
Their Finest Hour (LucasRlm) Amiga 
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Rnally, Arthur sets out on the third 
path, leading to the middle east, and 
eventually, the Grail. He should certainly 
talk to Al-Sirat before going on through 
the desert to Jerusalem. The desert, by 
the way, is tricky. If you don’t Find the 
correct path through, you will wander, 
probably forever, among the dunes. On 
the other hand, the true way passes 
through no more than three screens from 
the pool. Keep that in mind. 

In Jerusalem, Arthur has plenty to do 
before he can reach the Grail (this is the 
most active part of the game). However, 
while he will be busy, none of his tasks 
are particularly hard. All that’s involved is 
a little thought, some money, and a fair 
amount of running back and forth. There 
are also two more tests (sometimes, 1 felt 
like 1 was back in school, with all these 
tests to pass), after which Arthur can 
move on to the catacombs. 

These, again, present little difficulty for 
the most part. Everything needed to 
solve the puzzles (such as they are) is 
close at hand. All you have to do is be 
careful on your way out. 

Once out of the catacombs, it is wise to 
save the game right there, as the battle 


with the Saracen is imminent. He is not 
in that screen, but close enough, and 
you’ll happen on him sooner or later 
(probably sooner). This fight is more 
realistic than any others in the game, so 
be sure you’re familiar with the neces- 
sary keys. There is no way to practice 
beforehand, either; you just have to go in 
and do your best. 

After the combat, Arthur faces one 
more puzzle/riddle, the solution of which 
will lead him to the hiding place of the 
Grail. The riddle may sound confusing, 
but if you keep in mind that a left-hand 
spiral goes counterclockwise, it’s really 
simple. 

In fact, the whole game is rather 
simple. Except for some of the riddles at 
the riddle stones, crossing the frozen 
lake, and the action sequences, there’s 
nothing in the game to slow down the ex- 
perienced adventurer. Arthur must do 
other things besides solving painfully ob- 
vious puzzles to prove himself worthy of 
the Grail, but the correct actions are 
equally evident: Arthur need only behave 
as your typical Ultima IV Avatar in all 
situations. 

Judging by the manual (which is nicely 


done) a fair amount of historical research 
was done in preparation for Camelot. 

Most of it, however, seems to have been 
used more for copy protection than any- 
thing else. There were only three instan- 
ces in the game where I felt the "histori- 
cal flavor" come through: the joust with 
the Black Knight, in the bazaar in 
Jerusalem, and standing among the 
ruins of Aphrodite’s temple. 

Essentially then, Camelot is a game 
more for the beginning adventure gamer, 
rather than the experienced one. Those 
who prefer adventures requiring some 
heavy mental effort will probably want to 
skip this one. 

Loom Entombed 

Loom is even more of a beginner’s 
game (Camelot seems almost hard by 
comparison). Rigidly structured and total- 
ly linear. Loom is designed on the "no 
loss" principle: there is no way to 
progress until you have done everything 
necessary for the next step. 

in one sense, this is good, as it 
prevents a common problem in games 

(Continued on page 63) 



Mullen Graphics 

presents 


Maps, Lists, and Answers 

for 

Dungeon Waster 

and 

Chaos Strikes Back 


Inqoiries/Orders 
(213) 434-01 IS 


O Urge, dear, and cxmplete maps 
O Each map has its own numbered abject list 
O The spell list uses a special typeface which 
matches the magical symbols found in ttie games 
with the syHables they represent 


O Organized so the information the player would 
norrriaRy accrue is in ttie front with tactical 
information and solutions to puzzles in the beck 
O Concisely written for quick reference 
Circle Reader Service # 55 



Omega Players! 


Join the Omega World Dueling As- 
sociation. Enter monthly tournaments 
with cash prizes. A BBS is available to 
upload and download tanks. 

T ournaments will include single and 
team tank competitions. A single tank 
contest is starting nfiw. (Deadline is the 
end of each month.) 

The cost is $1 0 U.S. registration fee 
for a one year membership and $1 0 U.S. 
for each tank or team entered into a 
tournament. For the complete registration 
package write to the address below. All 
computer types supported. 

Send check or money order to: 

Omega World Dueling Association 
P.O.Box 1498 
Place Bonaventure 
Montreal, Quebec 
Canada H5A1H5 


Juty/August 1990 


Grde Reader Service #59 


514-672-0898 BBS 
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Valley of Conflict 

(continued from page 38) 

siles plus light and heavy tanks. Like many other controlled sub- 
stances, one simply cannot get enough (the "doves" who play 
this game will probably start a "Just say no to Helicopter Gun- 
ships" campaign). Fortunately, the French don’t seem to care too 
much about who they sell to, so you can always run up a debit 
with them and buy in lower quantities than from the other dealers. 

Well, now. Let’s order some heavy tanks from the US, a Nimrod 
spyplane from Britain, and some Mirage Fighters from France. 

Full price? You want us to pay full price?! Look, buddy, we gotta 
haggle . . . 

A good recipe for winning Conflict, however, requires stirring the 
pot. One cannot let sleeping camels lie. Instead, one must get on 
the hump and make them flea because a single hair’s brush from 
a hostile Arab neighbor could be one’s doom. Fortunately, pick- 
ing fights is much easier than picking horses, and tensions can al- 
ways be artificially raised by a few surgical air strikes in the 
enemy’s heartland or the sudden, unexplained mobilization on the 
enemy border ("Who? Those guys? Oh, they’re just the border 
fruit inspectors. You know, those Mediterranean fruit flies? No 
need to worry about them, Mr. Ambassador."). 

Soon the tension level rises and the troops start to tango. The 
trick here is not to let things get too tense, or those United Na- 
tions "do-gooders" might intercede and blow the whole war by 
sticking a peacekeeping force in the middle of it. Worse yet, a 


wimpy faction of liberal U.S. Senators might start an arms embar- 
go! (How is one supposed to test their new weapons systems for 
them if they don’t supply them?). 

Dealing with the Palestinian homeland problem, keeping ten- 
sions in the region manageable, picking "winnable" fights and 
developing Israel’s nuclear capability are all part of the tightrope 
act at which a player must become proficient. Did someone say 
nukes? Of course, everything is publicly denied, but when a 
nuciear reactor appears in a neighboring country, one must be 
quick to scramble the strikefighters, because Israel will either be a 
sole nuclear power or a large, Arab parking lot. The trouble is, 
that your strikefighters have too short a range to hit non-adjacent 
countries, so when Iraq, Iran and Libya start developing nukes, 
the end is pretty well nigh. (Naturally, Dr. Strangelove is still 
making Superpower policy, so one little nuclear matchstick going 
off in the Middle East destroys the entire planet. Sheeze! Those 
guys have no sense of humor!). 

Here is one final word of advice, Mr. Prime Minister. "Your arm’s 
too short to box with Egypt." Change the word Sinai to Waterloo 
and one gets a good idea as to what’s in store for a premature 
bout with Pharaoh. The player must keep his Red Sea 
pedestrians safe behind the correct side of the Don’t Walk sign 
(either that or start taking pyramid building lessons again). 

Conflict is not striving to be a realistic simulation. It is meant to 
be an amusing exercise in cold war politics set in a futuristic Mid- 
dle East environment. It is fast-playing, easy to learn, entertaining 
and not to be taken too seriously. Besides, for less than ten dol- 
lars ($9.95), it’s such a deal! 



MORE THAN A MUSIC CARD -A LOT MORE! 

Sound Master now supports the internal PC sound systemi This makes Sound Master 
compatible with all game titles. Sound Master radically improves your existing PC sound 
quality! Plus you get an advanced 3-voice music synthesizer a^r/a DMA driven digitizer for 
reaJ life speech, music, and sound effects-just like 


TO ORDER BY PHONE: 

Call (503)342-1271 (8-5 PST) and 
have your VISA/Mastercard ready. 
Shipping cost is $5 per order, or $8 for 
fast 2ncr day air delivery. Most phone 
orders processed within 2 working 
days. Sorry, C.O.D.'s not accepted. If 
ordering by mail, allow two weeks for 
personal checks to clear. 30 day return 
guarantee if not totally satisfied. 


an Amiga, Apple lIGS, or Tandy 1000 SL/TL. 

Electronic volume adjustment. True multipart 
music, speech, sound effects, internal speaker 
support.. .all in STEREO! Dual digital input ports 
(with power and ground) accept Atari, Com- 
modore, and other true game-machine joy-sticks 
and other Teal world" input devices (drivers inclu- 
ded). 

A COMPLETB PRODUCT 
Demo software and speakers includedi Or use 
your own stereo headphones or Hi-Fi system. 

Board installs in minutes into an available slot (not 
for use with micro-channel bus). One year war- 
ranty. Made in U.S.A. Best value for a PC sound board! Ask for a list of supporting games. 
Covox has been manufacturing sound products since 1984. 

ONLY $99.95 (plus shipping) 

COVOX INC. TEL 503-342-1271 

675 Conger St. FAX 503-342-1283 

Eugene, OR 97402 BBS 503-342-4135 

All Trademarks acknowledged as the properties of their respective owners. 

Copyright © 1990, Covox Inc. SOUND MASTER is a registered trademark of Covox Inc. 


SOUND MASTER® 

THE ONLY SOUND ENHANCEMENT BOARD 
THAT WORKS WITH ALL PC GAME TITLES 


GRAND ALLIANCE 



“Grand Alliance' is a fully 
computer moderated play- 
by-mail game which 
involves the battle of survival 
between human and alien 
races. Players represent 
either a member of the 
human race or of the alien 
race with the universe as a 
setting. The game is played 
on a map of three parallel 
levels where each level is 
composed of 240 planetary 
systems. Each player must 
solve military and political 
problems wi^in own camp 
before war can be waged 
effectively against the 
opposing race. Each side is 
faced with the same 
situations and problems to 
oveicorrw. 


To order the rule book for your inspection 
please send $2.00 with your name and address to 

Simcoarum Systems 

P.O. Box 520861 • Salt Lake City, Utah 84152 

Turn fees are $3.00 

O'rc/e Reader Service # 62 


Page 52 


Circle Reader Service # 6 1 


Computer Gaming World 
Circle Reader Service # 42 » 





Cape cod connection 

MAIL ORDER SOFTWARE 

Specializing in courteous service, we can help you navigate through the seas of 
entertainment and education software. We carry most formats! 

ANYTIME — ANYWHERE — 24 hour FAX order line 1-508-548-9419 
ON-LINE MODEM SHOPPING — 1-508-457-4558 


1-800-328- WARE (9273) 


TOP SELLERS: 1-800-328- WARE (9273) 


ADVENTURE 


STRATEGIST’S 

SPORTS 


NEW OR SOON 

HARDWARE 



CORNER 




TO BE RELEASED 









OTHER FORMATS 

AD LIB 


IBM Price 

IBM Price 1 

IBM 

Price 

Amiga 

Price 



Bad Blood 

34 

688 Attack Sub 

34 

APBA Baseball 

29 

688 Att 2 u:k Sub 

34 

Synthesizer card 

125 

Blood Money 

28 ! 

A-10 Tank Killer 

34 

Face Off 

31 

Altered Beast 

34 

Pers Comp Music Sys 

175 

Budokan- 

34 

Action Stations V 3.0 

34 

Ferrari Formula I 

29 

Blood Money 

29 



Champions Krynn 

34 

Amer. Civil War III 

29 

Gretzky Hockey 

36 

Breach II 

34 

CREATIVE LABS 

Circuits Edge 

34 

Ancient Battles 

21 

Gretzky League 

29 

Budokan 

30 



Code Name: Ice Man 

39 

Balcince of Planet 

34 

Harley Davidson 

34 

Champs Krynn 

35 

Sound Blaster 

180 

Colonel’s Bequest 

39 

Bandit Kings 

40 

Heatwave 

28 

Dragon’s Lair II 

44 



Conquests Camelot 

39 

Battle Tank Barbarosa 

41 

Indy 500 

34 

Drakken 

40 

IBM COMPATIBLES 

Crime Wave 

39 

Battles Napoleon 

34 

Lakers vs. Celtics 

34 

Federation 

34 

BASIC FOUNTAIN 

Curse Azure Bonds 

34 

Blitzkrieg Ardennes 

40 

Low Blow 

29 

F-16 Combat Pilot 

34 

SYSTEM 


Dragon’s Lair 

45 

Empire 

34 

Madden Football 

35 

F-19 Stealth 

Call 



Dragon Strike 

34 

F-15 Strike Eagle II 

37 

Magic Johnson BB 

29 

Future Wars 

34 

* 1 Meg RAM 


Dragon Wars 

34 

F-19 Stealth Fighter 

44 

Microleague BB II 

34 

Gold of Americas 

29 

• Controller 


Death Track 

32 

Falcon AT 

39 

Microleag ’89 Team 

16 

Hero’s Quest 

39 

• 1.2 Meg 5.25 FD 


Escape from Hell 

35 

Fire Brigade 

34 

Monday Night FB 

34 

Iron Lord 

29 

* I/O Card 


Faery Tale Adv 

32 

Genghis Khan 

40 

NFL Challenge 

60 

It Ceune from Desert 

Call 

• 101 Keybo8u*d 


Fool's Errand 

34 

Gunboat 

34 

Nicklaus Golf 

34 

Keys to Maramon 

Call 

Basic 286/12 

750 

Game of Harmony 

32 

Harpoon (new) 

40 

Omni Baisketbalt 

34 

Legend Wm. Tell 

29 

Basic 386/20 

1525 

Gold of Americas 

29 

- Battle Disk 2 

22 

Pro Tennis Tour 

28 

Manhunter SF 

39 

Basic 386/25 

2100 

Hero’s Quest 

39 

Kriegs Marine 

41 

Pursue the Pennant 

51 

Midwinter 

Call 



Key to McU*amon 

34 

LHX Attack Chopper 

42 

Shark Attack 

29 

Might & Magic II 

Call 

ADD-ONS 


Knights of Legend 

34 

Main Battle Tank 

41 

Shuffle Puck Cafe 

25 

M. Johnson (1 meg) 

29 



Kings Quest I-IV 

34 

Malta Storm 

41 

Test Drive II 

33 

M-1 Tank Platoon 

Call 

* 40 Meg HD 

355 

Leis Suit Larry 3 

39 

M-1 Tank Platoon 

43 

The Cycles 

29 

Nuclear War 

34 

• 20 Meg HD 

205 

Loom 

42 

New York Warriors 

29 

TV Sports FB 

36 

Omega 

34 

* 1 44 Meg 3.5 FD 

85 

Magic Candle 

34 

Nuclear War 

35 

WWh Wrestling 

28 

Omni Basketball 

34 

• ATI VGA Wonder 

175 

Manhunter SF 

34 

Omega 

34 



Pirates 

31 

• 2400 Bd Int Modem 

98 

Mean Streets 

39 

Panzer Battles 

29 




Call 



Mech Warrior 

34 1 

Populus 

34 

NEW OR SOON 

Rings of Medusa 

34 

monitor 

350 

Might and Magic II 

34 

Railroad Empire 

34 

TO BE RELEASED 

Rom 3 Kingdoms 

44 

• Magnavox 082 VGA 


Neu romancer 

32 

Railroad Tycoon 

39 



Shadow of the Beast 

34 

monitor (.31 dp) 

429 

Pool of Radiance 

34 

Rap Con 

34 

IBM 


Space Ace 

37 



Prince of Persia 

29 

Red Lightning 

41 

ATP 

Call 

Starflight I 

34 

PRINTERS 


Sorcerian 

39 

Red Storm Rising 

35 

Battle Chess (VGA) 


The Cycles 

30 



Sword of Aragon 

29 

Romance 3 Kingdoms 

46 

Centurian 


Their Finest Hour 

42 

Panasonic 1180 


Sword of Samurai 

37 

Rommel; N Africa 

31 

Command HQ 


TV Sports Basketb 

34 

9 pin, 192 cps 

SI92 

Ultima IV or V 

39 

Second Front 

42 

1 Covert Action 


Univ Mil Sim II 

Call 

Panasonic 1124 


Ultima Trilogy 

39 

Sim City 

34 

Deathbringer . 


Weird Dreams 

28 

24 pin, 192 cps 

S320 

Ultima VI 

44 

— Terrain Editor 

19 

Dragon Force 


White Death 

38 



Wlz8u*dry TVilogy 

34 

Silent Service II 

39 

Drakken 




FAX 


Zork Zero 

39 

Tank (Req AT) 

39 

Dungeon Master 


ST 


Paneifax 135 

595 



Their Finest Hour 

41 

Eye of the Storm 


Chaos Strikes Back 

29 

Panafax UR 140 

799 

SCIENCE FICTION 

Tracon 

34 

F-14 Tomcat 


1 Drakken 

42 

Samsung FX 1010 

510 



Waterloo 

42 

Fleet Action 


F-19 Stealth 

Call 

S^unsung FX 2010 

550 

IBM 


Wolf Pack 

38 

Future Wars 


Gretsky Hockey 

34 



Earthrise 

35 



Guns Butter 


Tracon 

39 

1 MISCELLANEOUS 

Breach II 

34 

GAMES FOR 


Iron Lord 


Waterloo 

42 

Safe Skins 

17 

Dark Century 

32 

EVERYONE 


It Came from Desert 




Curtis Surge Strip 

25 

Day of the Viper 

34 

Ante Up 

29 

Lords of Rising Sun 


MAC 


Gravis joystick 

38 

Echelon w/sound 

39 

Atlas Explorer 

34 

Magic Cemdle 11 


Carrier Command 

Call 

Kraft Thunderstick 

36 

Star Command 

22 

Cartooners 

43 

Mega Traveller 


Chess 2100 

34 

Kraft TC 30 Joystick 

36 

Star Saga II 

35 

Chess 2100 

34 

Monty Python 


Manhunter SF 

33 

Kraft TC3 Joystick 

25 

Star Trek V 

34 

Clue Meister Dect. 

28 

Robin Hood 


Omega 

33 

Maxxyoke Flightstick 

69 

— Final Frontier 

34 

Life &£. Death 

34 

Sands of Fire 


Playmaker Football 

33 



— Next Generation 

33 

Manhole 

34 

Space Ace 


Sands of Fire 

34 

SUMMER SIZZLERS 

Starflight I 

22 

Monopoly 

28 

Star Lord 


Sim City (color) 

34 

Demon’s Winter 

10 

Starlight II 

34 

Risk 

28 

Strike Aces 


Star TVek: Next Gen 

34 

Phant8tsie II 

10 

Space Quest III 

37 

S argon IV 

33 

Storm Across Europe 


Starflight I 

34 

Questron II 

10 

Starfleet II 

41 

Three Stooges 

34 

Univ Mil Sim II 


Tracon 

33 

Roadweu" Europa 

10 

Starglider II 

31 

World Atlas 

43 

Wizard Wars 


Univ Mil Sim II 

Call 

Wargame Constr. Set 

10 


Calls outside the U.S. 508-457-0737 24-hour FAX Orders 508-548-9419 

10-8 EST Monday-Friday — 10-5 EST Saturday — 21 Pleasant View Ave., Falmouth, MA 02540 
We accept credit card orders (MasterCard/VISA), personal checks (allow two weeks to clear), or money 
orders. Ask about our frequent buyer program, user group specials, and our special Quarterly Newsletter 
(IBM format only). All sales final. 

Shipping Information: Software within U.S., add $3.50. AK, HI, PR and Canada add $9.00. All orders shipped 
UPS unless otherwise specified. More complete shipping information available upon request. MA residents add 5% sales 
tax. Prices subject to change. Same day shipping depending upon availability. 





Continued from page 42 

one is never sure as to how, when and 
where combat units have been com- 
mitted; combat resuits are not revealed, 
and it is difficult to determine when the 
vagaries of combat have contributed to a 
combat failure rather than the failure of 
command itself. 

However, this reviewer maintains that a 
wargame of this genre be considered 


mandatory for the serious user. Having 
written his Command & General Staff Col- 
lege treatise on Napoleon's mistakes at 
Waterloo, having personally traversed the 
battlefield, and having played over ten 
(10) separate Waterloo simulations, this 
reviewer found Waterloo to give a more 
accurate rendition of the challenges 
facing the respective commanders. Vic- 
tory is not readily achievable, confusion 
is rampant. Still, the historian will learn 


much from this product. Hopefully, the 
"next generation" of this genre will offer 
an optional "eagle-eye" (or traditional) 
view, so that gamers could learn the ac- 
tual effect of their orders and profit from 
their errors; as the user grows to under- 
stand the military ramifications of his or- 
ders and the success ratio, his reliance 
on this crutch will diminish. 

(c) 1 990 All Rights Reserved 


RECOMMENDED READING 

For a product with such an extensive 
"Background and History" section, the lack 
of a bibliography is surprising. This reviewer 
would suggest the following: 

Chalfont, Lord. ed.. WATERLOO (New 
York, 1980): A superb history of the Battle, 
written by three authors (English, French, 
Prussian). This book includes a tour of the 
battlefield site, Waterloo in literature, a 
detailed order of battle, pictures of the bat- 
tlefield (then and now) and the French or- 
ders and dispatches. HIGHLY RECOM- 
MENDED! 

Chandler. David Q.. THE CAMPAIGNS OF 


NAPOLEON (New York, 1966): THE classic 
Napoleonic reference. 

Esposito, Vincent J. and J.R. Elting, A 
MILITARY HISTORY AND ATLAS OF THE 
NAPOLEONIC WARS (New York, 1968): An 
essential reference for anyone having a deep 
interest in the period. 

Howarth, David, WATERLOO; Day of Bat- 
tle (New York, 1968): A popular and well- 
written history of the Battle, although geared 
for the generalist. 

Keegan, John, THE FACE OF BATTLE 
(New York, 1976): A military classic, involv- 
ing studies of the Battles of Agincourt, Water- 
loo and the Somme from the viewpoint of 
the individual. 


Lachouque, Comandant Henry, WATER- 
LOO (London, 1972): A lavishly-illustrated 
treatment of the Battle. 

Quimby, R.S., THE BACKGROOND OF 
NAPOLEONIC WARFARE (New York, 

1957); Sadly out of print, this text is a 
detailed analysis of the genesis of the 
Napoleonic method. 

Seymour. William, YOORS TO REASON 
WHY (New York, 1982): A treatise on 
numerous battles, with the reader being able 
to choose a different course of action at the 
critical points, and the author explaining the 
ramifications of the different courses of ac- 
tion. 


AT-TEN-TION! 

Be the ultimate 
Ml TANK 


<i^< *0 I V J* 


with the 

STRIKE FORCE 

rvi A \/ I r= A T n p 

A combination target ranger and reconaissance spotter tor Microprose’s 
Ml TANK PLATOON. Used with the game Mapboard to; 

• Read enemy tank positions on recon. • Determine kill zones. 

• Each concentric circle 600 yards. • Outermost edge 3800 yds. 

• Find the max range of any gun pos. • Take on Elite troops. 

The Strike Force Navigator comes with a complete set of instructions. 
As a bonus, you also receive the Ml Tank Platoon Strategy Guide. 
Contains tips, strategies and tactics to the most realistic simulation of 
modern tank combat. Satisfaction guaranteed or your money back. 

As George Patton would say; “Start kicking some serious booty.” Send 
$8.95 plus $2.00 shipping and handling to; 
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NAVAL SURFACE COMBAT 
TACTICAL SIMULATION 
1922-1945 

A COMPUTER WARGAME of unparaileled authenticity —the type of simulation 
used at the Naval War College for training and tactical analysis. 

Scroll/zoom battle plot, 21 display/status boards, gunnery by director or local control (manual 
or automatic), smoke, starshells, searchlights, radar, shore batteries, burning oil slicks, list/ 
stability, capsized hulks, torpedo spreads, damage control, flares, counterflooding, exploding 
magazines, weather; Battle, Strike, Escort, Raider Missions, 7 levels of difficulty, challenging 
computer opponent, automatic scenario generator, and more! 


“...unpmllefetl In today’s markat The play value Is superb. ’ 

- COMPUTER GAMlNG^pRLD 
. .players who seek true authenticity will treasure It as 
a masterpiar^. ” - GAME PLAYER S PC STRATEGY GUIDE 


5-1/4”, CGA, DOS 2.1+, 640K, 4 Disks, 160 pg manual, 30 scenarios, 180+ ship ciasses. Not copy protected. 
$49.95 (tax, shipping, handiing inciuded) 


Conflict Analytics-P 119-2 Norfolk Rd., NAS Alameda, CA 94501 (415) 865-6966 


O'rc/e Reader Service It 64 


Computer Gaming World 
Grcle Reader Service #43 » 













Feature 

TIGLON 

SSI 

VGA 

YES 

NO 

Menu Driven 

YES 

NO 

Real time play 

YES 

NO 

Campaign area 



> 147 miles 

YES 

NO 

Use alt available men 

YES 

NO 

Send out patrols 

YES 

NO 

Stage the battle at a 



different location vs. 



historical 

YES 

NO 

Improved graphics 

YES 

NO 

Higher price 

NO 

YES 


S49.95 

159.95 


r he battle of Gettysburg has long been regarded as the turning point of 
the American Civil War. The timing and location of the battle depended 
entirely upon the decisions made by Union General George Gordon Meade 
and Confederate General Robert E. Lee. 

Decision at Gettysburg places you in the headquarters of either the Union 
Army of the Potomac or the Confederate Army of Northern Virginia. You will 
have 147 square miles of territory over which to maneuver, the same that 
confronted both Meade and Lee. 

The decisions that are made against those of the computer will control the 
location of the battle and the manner in which it will be fought. 

DECISION AT GETTYSBURG ALLOWS THE SIMULATION PLAYER TO; 

• Command either army • Transfer men and supplies 

* Combine units • Send out patrols 

• Create new, smaller units • Save the game to play later 

• Change the actual outcome • Plus many other features 

Play with enemy units either shown or hidden. Historically accurate! 

COMPUTER REQUIREMENTS: Tiglon Software Systems, Inc. 

640K DOS 2.1 thru 3J. One Floppy Suite 691, Traviston Square 

Drive (Harrl Disk Highly Recommended). 4308 S. Peoria Avenue 

Graphics: HGC, CGA (not in color), EGA, Tulsa, Oklahoma 74105 

VGA on either IBM PC, XT, AT, PS2, 918-251-2733 

Compatibles gg 

Orders call 1-800-874-0125 - VISA/MASTERCARD/COD $3.50 lor shipping & handling SOFTWARE SYSTEMS, INC. 

^AM^emafks bBlonp to their respecllve companies: IBM. PC, XT, AT PS2, International Business Machines Corp: HGC Hercules Compulpr Technology, TL. Tiglon, Decision Al Geltysburg, Tiglon Software Syslemi, Inc. rilgsg, 1989 Tiglon Softwaio Sysloms, Inc. 


TIGLON 




THE BASIC ELEMENTS OF ADVENTURE 



AJvIa-te 


ttcnifo/,, 


Light <18> 
n»gic ZSX 
Forces 382 
LeviUt« 
IUlk/tUt«r 
Cward Dog 


2) Terwin III yiZ 
4) Cene Eric rlt 
6) The Hertiit yl9 
8) Orog rl3 


vft> Fire Dragon 
/f> Hill Giant 
vC) Hill Giant 
yg) Hill Giant 
yi> CiMit Ogre 
vf> Giant Ogre 
VG> Ill^ionist 
vM> KilT^ Canine 
1 > Killer Canine 
J> Killer Canine 


OPTIONS 

r Foreard 
I ttove Back 
Turn Left 
♦ Turn ftght 
6 Bash Door 
C Cmtrols 
0 DisNiss 
E Exchange 
0 Quick Ref 
R Rest 
S Sevch 
U Unlock 
R Uieu Ch«- 


Options for: ft-Attack C-Cast R-Run 
Sure Valla F-Fight U-Use E-Exc^ 
$-Shoot B-§lock 0-UieM 


2> Teruin HI /78 
4) Gene Eric ./S5 
G) The Hemit 
8) Orog 


" Actual Apple II 


Graphics— Why not the best of both worlds? Entertain 
yourself with the largest 3-D graphics window while 
simultaneously taking full advantage of our overhead 
mapping aid. 

Auto-mapping— Tired of endless mapping? Our auto- 
mapping feature remembers every square your party has 
been through, both indoors and out. 

Animated Monsters— Bored to death by lifeless monsters? 
We have over 250 monsters, fully animated, to amuse your 
party. 

Spells and Weapons— Looking for new and exciting spells 
and items? Mext time you go monster bashing, cast one 
of our 96 potent spells or wield one of our 250 
devastating weapons. 

Unparalleled Adventure— Seeking the best in computer 
role-playing games? Enter the world of CROn and enjoy its 
hundreds of different quests tailored to your personal skill 
level. Exp>erience detail so intricate that even the torches 
which light your path flicker and sputter with life. 


THEIR MOST ADVANCED FORM 


Ask for Might and Magic® II at your local 
dealer or order direct From Mew World 
Computing, Inc. Mow available for Apple II 
series, Commodore 64/128, and IBM /Tandy/ 
Compatible, Macintosh, and Amiga. 

Might and Magic is a registered trademark of 
"iew World Computing, Inc. Ail brand names and 
trade marks are the property of their respective 
Holders. 




20301 Ventura Blvd., Suite 200, Woodland Hills, CA 91364 
Technical Support (818) 999-0607 





A Second Look 

(continued from Page 30) 

Sound Gaming Strategy And Tactics 

At the beginning of the game, feel free to strip units out of your 
supreme Headquarters unit These "at start reserves" shouid be as- 
signed as needed. 

Leadership is vital to prevent the shattering of troops under adverse 
conditions and to transfer reserve divisions (on a Leader Value vs. D- 
10 roll) and add readiness to units (up to a maximum of 25% in- 
crease per unit on a Leader Value squared vs. D-lOO roll) at the criti- 
cal moment of combat. Consequently, players will find a great 
benefit to sending divisions back to their Army HQs. Therefore, 
make sure that the best Leaders are serving on the front iines at all 
times. 

The Germans should also rotate troops and planes with their Fronts 
(Western and Italian). In this way, the "rested" troops from those sec- 
tors can serve to shore up the lines on the Eastern Front, whiie the 
shattered troops from the East can recover and regain experience 
and equipment whiie "resting" in the West. 

When attacking, always look for overextended enemies in bad sup[>- 
ly situations for targets. These units are far more vulnerable to losses 
since they wili have a tendency to shatter or surrender if forced to 
retreat. 

A good way to do this is to make smaii pockets with armor on the 
first three to four movement plots and, with the pockets ciosed and 
the enemies surrounded, assauit on the iast plotted moves. Smaller 
pockets tend to work better than larger ones because it is easier for 
the attacker to maintain suppiy integrity (and not leave his armor 
overextended, isoiated and vulnerable to counterattack). 

Another good way for the attacker to keep his losses down is to 
concentrate armor and launch a coordinated attack en masse 
against a single enemy unit. This will reduce tank losses since AT 
Fire casualties are determined independent of the number of attack- 
ing tanks. (Thus, 10 Anti-Tank guns would kill the same number of 
tanks, whether 50 were attacking them, or 5,000). This is what the 
Germans called "schwerpunkt" or "spearpoint" tactics. Note that 
corps with a iot of bombardment fire power (artillery and bombers) 
will reduced enemy anti-tank guns before they have a chance to fire 
at all due to the sequence of combat. 

Weaseling Advice To Exploit The 
Programming 

The German player should send cheap fighters and tanks to his 
two Front Headquarters. When calculating the formula against the 
Western Allies, the computer considers tanks and planes as digits in 
its formuia, regardless of their combat factors or cost to build. Thus, 
one’s older units should be rotated to the West, or replacement pool 
substitutions can be made manually by the player. In either case, 
keep an eye on the troops stationed there because the computer has 
a tendency to upgrade them on its owni 

For the Germans, you can try the old "Out of Africa" technique. 

Pull all the troops out of Africa, let it surrender, and then replace 
them all again in Italy. In this way, they will not all be lost when 
PanzerArmee Afrika surrenders (by evacuating them, they live to 
fight another day). Try to time this maneuver carefully! 


About 'The Authors 

Alan Emrich is a 17 year wargaming veteran and has 
worked on projects for most of the major board wargaming 
companies. Currently assistant editor of CGW, he has been a 
game reviewer and analyst for the past 15 years. 

Tom Hughes, a wargamer for 23 years, is a program- 
mer/analyst working with Cray Supercomputers. Tom knows 
his way around the types of formulas and routines which 
make up the "working innards" of Second Front. 


July/August 1990 
« Circle Reader Service # 44 


SERIOUS NEW WARGAMES 
FROMSIMCAN, OF COURSE 

MAIN BATTLE TANK: NORTH GERMANY, Modern 
Tactical Armoured Combat. It is 1100 hours on 
November 11th, 1996. The Area Is the North German 
Plain, an invasion corridor in and out of Western Europe 
for all of recorded history. And it Is happening again. You 
are the commander of a mixed structure reinforced 
battalion. You have trained for this moment for years, 
hoping all the while it would never happen. The opening 
up of Eastern Europe had looked promising for long term 
peace, but with the resurgence of a unified Germany... 

MAIN BATTLE tAIK: NORTH GERAWiY is a high 
speed, command oriented, viewpoint style study of the 
first clashes of a Third World War in Europe. Your main 
maneuver elements are companies and various special 
purpose platoons. A special option ^lows for Germany to be 

g laved as a NATO member or a belligerent neutral. 7 pre- 
uUt scenarios allow the players to get immediately into the 
game, but the heart of the simulation is a build-your-own 
routine that allows you to create scenarios simulating 
Innumerable actions between British, West German, and 
Soviet battalion and reglment/brlgade sized forces. Design 
and development by S. Newberg G S. St. John. Amiga, 
Atari ST, or IBMPC. 


FLEET MED, Tactical Naval Combat In The 
Mediterranean, 1939-1943. La Regia Marina was only 
partly prepared for the outbreak of World War Two. But 
d Duce had far ranging ambitions, and an Incomplete naval 
construction program would not stand in his way. The 
task for the Italian navy did not seem all that difficult: 
Establish control over the central basin and convoy supplies 
from Italy to North Africa. The British had pushed the 
French fleet out of the picture, and they were based at 
opposite ends of the great Inland sea. But reality at sea is 
sddom as simple as it may seem in Rome. And the Royal 
Navy was not about to concede. . . 

FLEET MED is the Mediterranean Sea entry for 
our highly realistic, viewpoint oriented, grand tactlcd 
simulation series including^ LONG LANCE, IN HARM’S 
WAY, and KRIEGSMARlHlE. Using the same basic system 
we have modified the game to reflect the differing aspects 
of the opponents in the Mediterranean theatre in areas of 
tactics and doctrine, as well as the shift to restricted shallow 
water basins with heavy air cover. 8 new scenarios are 
provided eis well as a detailed "build your own" system 
covering the navies of Italy, Britain, France, and the U.S. 
Cieslgn by J. Baker G development by S. Newberg. Amiga, 
Atari ST, or IBMPC. 


OTHER SIMCAN COMPUTER GAMES: 

BT: BARBAROSSA TO STALINGRAD, Tactical Combat 
MALTA STORM, The Battle For The Central Mediterranean 
MBT: CENTRAL GERMANY, Modern Tactical Combat 
KRIEGSMARINE, Tzctical Naval Combat In The Atlantic 
NORTHERN FLEET, Modern Operations In The Atlantic 
GRAND FLEET, Tactical Naval Combat, 1906-1920 
ROMMEL AT EL ALAMEIN, The Battle For Egypt, 1942 
IN HARM’S WAY, Pacific Tactical Naval Combat, ’43-’ 44 
MOSCOW CAMPAIGN, Operations Ty phone G White Storm 
LONG LANCE, Tactical bmval Combat In The Pacific, 1942 
TO THE RHINE, The Allied Advance In The West, 1944 
ROMMEL AT QAZALA, Battles For Tobruk, 1942 
STALINGRAD CAMPAIGN, Turning Point In The East 
KURSK CAMPAIGN, Operation Zitadelle, Summer 1943 
OPERATION OVERLORD, The Invasion Of Europe, 1944 
SEVENTH FLEET, Modern Naval Operations In The Pacific 
GOLAN FRONT, The 1973 Arab/lsraell War In The North. 
BATTLE OF THE ATLANTIC, The Ocean Lifeline, ’40-’44 
FIFTH ESKADRA, Modern Naval Operations In The Med 
FALL QELB, The Fall Of Franace, Spring 1940 
GREY SEAS, GREY SKIES, Modern Tactfcal Naval Combat 


ORDERING INFORMATION, PLEASE READ CAREFULLY; All games ore 
y0.00 each for ^er icons (Including shippi^, $^00 each Tor 
Conadlons (Fed. Tox & Shipping includedy, ond $ 65.00 each Tor 
purchosers outside~N^th America "(including 'iH'ipping). We wTIT 
let cheques clear before shipping (6 weeksl), so money orders are 
preferredT PLEASE bi ~sure to tell us the computer you own. 
**f‘urchos'irs outside Conada should sen3~povment in U. 5. funds.** 
Nova Scotians must odd on extra for ProvincioTTax. 


SIMULATIONS CANADA, Dept C, P.O. Box 452 
Bridgewater, Nova Scotia, Canada, B4V 2X6 
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Scorpions l!alc 

(Continued from page 22) 

It looks like somebody just kidnapped Abdui-Hassan and wants 
a pile of kiam for his return. That midnight deadline is a real 
DEADIine, and the boy will certainly be killed unless he’s found 
in time. 

Ah, poor Marid. He’s done so much, yet he seems farther than 
ever from that elusive notebook. Every time he turns around, 
something else happens. Hey, at least it’s an interesting iife. 

Anyway, time to track down Abdul. The ransom note is a good 
place to start. Interesting scent it has. Of course, Marid doesn’t 
know much about such things, but there couid be a piace or two 
where he might learn more. 

After a little breaking and entering, then, before iong, Marid 
gets a cali. The suspect oniy left a phone number. Why not call 
it? Maybe it’s not what you’re expecting, but going there and as- 
king a few questions can’t hurt. 

Foilowing up on this lead nets Marid the advice that he has to 
come "very close to death". Gee, hasn’t he been there since ai- 
most the start of the game? Weii, in this instance, you want a 
place, not a condition. There’re oniy two piaces that fit the biil; if 
one doesn’t pan out, try the other. 

Hah! Nasty fight, although the guy got away before you could 
finish him off. Fortunately, he left a clue behind. This is pretty 
easy, especiaily if you have the right item from Electroniques. 


Stiii, blowing off the door may take a iittie skiii (and something 
that goes "boom!"). Has Marid been showing things around? 

After a quick dash around the Budayeen to buy a few needed 
items, the door is history, and so is the kidnapper (okay, so you 
have to fight him again; this time he won’t get away). Abdui is 
rescued, and you get a coupie of things from a grateful Muham- 
mad. Now what? 

Well, you never were able to track down Tamara, right? Moved, 
no forwarding address, and ail that? Although, if you played the 
holo and talked to the landlord, you should know pretty well 
what it was that Tamara had in mind to do. And there’s only one 
place in the Budayeen for to do that. 

However, Marid will have to run one more errand before he gets 
the information he wants. Luckily, this is pretty simple, and there 
are no bodies to worry about (for a change). Just a few ques- 
tions on the street, and a certain purchase (did you read the 
description of the jewelry carefully?), and at last, Marid gets to 
talk to the very elusive Tamara. 

As they say, "It ain’t over ’til the fat lady sings", and the fat lady 
hasn’t even opened her mouth yet! Once again, Marid has to 
wait for a phone call telling him where to go (heh). When he gets 
there, he finds. . . a note. Surprise! (You were expecting another 
body, right).? Well, if you don’t go where the note directs you, 
there just might be another one. 

Finally, Marid is face to face with the perpetrator of these out- 
rageous murders. In the time-honored fashion of all villains at 
these penultimate moments, he gloats over his victory, and adds 

(Continued on page 62) 


SOFTmRE & COMPUTERS 


Amiga, 


386SX 

16 MHZ 
1.2 Meg Drive 
1 Meg of Ram 
40 Meg Hard Drive 
ser/par/game port 

$1195.00 


386 25MHZ 

1.2 Meg Drive 
40 Meg Hard Drive 
ser/par/game por 
Mini-Tbwer case 

$1749.00 


New Titles Daily and Many More Available!!! 

Atari ST, C64, and IBM supported. Special orders welcome. 


IBM 


Ultima VI $44 

Wolf Pack 36 

Strike Aces 32 

Brainblaster 27 

Star Saga Ttvo 32 

Balance of Planet 32 

Altered Beast 28 

Dragon Strike 32 

LHX Chopper 39 

Loom 39 

Windows 3.0 99 

Earthrise 34 

Sherman M4 35 

Bad Blood 28 

Centurian 35 

Escape From Hell 35 

Xenomorph 40 


AMIGA 


Their Finest Hour $39 

688 Attack Sub 32 

Loom 39 

Fools Errand 33 

Night Hunter 23 

Filter Bomber 37 

North and South 27 

Red Storm Rising 28 

Wings 32 

Pirates 28 

Hard Ball II 32 

Heat Wave 28 

Midwinter 34 

Conqueror 35 

Flood 29 

Champions of Krynn .... 35 
Colorado 35 


European Imports in Stock’ • Same Day Shipping! 


SOUND BLASTER 
$159.00 


CmZEN GSX-140 
24-PIN 
$309.00 


GRAVIS S'nCK 
For IBM: $34.00 
For Amiga/Atari/ 
Commodore: $32.00 


MODEMS 

HST 9600: $579.00 
Zoom 2400 & 

FAX Internal: $109.00 


Hours; Mon.-Sat. 9-9 EST 
Sun. 12-5 EST 


Fax; 

(201) 542-3654 


MANTA 

SOFTWARE & COMPUTERS 

115 Route 35, Eatontown, NJ 07724 


800-477-7706 
IN NJ caU: (201) 542-4608 
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Advanced 

Dungeonsj^ragons^ 


KCSS) {*>111 




FROZEN TERROR AMKESF^ 


The frigid valleys of the 
Dragonspine Mountains echo 
with the desperate plea of 
terrified miners: "Heroes of 
the Forgotten Realms, save 
us from evil!" 


Unwittingly digging in 
unhallowed ground, they 
have disturbed an ancient 
vault and released its terrible 
content. Scores of horrific 
creatures now infest the 
mine shaft — and threaten to 
escape into the world above! 

You and your heroes must 
find the way to contain this 
scourge. All hope depends 
upon your ability to unravel 
the age-old mysteries sur- 
rounding this evil infestation. 

Secret of the Sever Blades 
improves on the award-win- 
ning game system used in 
Fool of Radiahce and Curse 
OF THE Azure Bohds. Continue 
your exciting saga in the 
FORGOTTCri REALMS" game 
world — 


your 

characters from 
Curse of the Azure Bohds. 

Or create all-new characters. 
Either way, explore the largest 
3-D adventuring expanse 
ever in an AD&D® computer 
game. Battle monsters 
you've never before encoun- 
tered. Use higher character 
levels, and invoke new, 
wondrous spells. 

All this plus spectacular 
graphics add up to unequalled 
excitement in AD&D ■ 
computer fantasy role-playing! 

To order; visit your retailer or call 
1-800-245-4525 to charge on VISA 
or MasterCard. 

To receive SSTs complete product 
catalog, send $ 1.00 to: SSI, 

675 Almanor Ave., 
Suite 201 
Sunnyvale, CA 
94086. 


Available 

for: 

IBM 

064/ 128 


ADVANCED DUNGEONS S OBAGONS. AOSD, FOdGOITEN REAIMS, atO 
the TSR logo are tiademarlcs owned by and 
used under license from TSR. Inc ©1990 TSR, Inc. 

©1990 StrategicSimilalions, Inc. All rights leservei 


STRATEGIC SIMULATION, INC 


Go back through time into mysterious, 
distant lands, alive with conflict, intrigue 
and passion. Koei products transport you to 
real countries loith a real past. Your 
survival and conquest will take valor and 
discretion, battlefield guts and financial 
finesse, heavy handed rule and 
gentle diplomacy. 

Huge databases, gorgeous graphics and a 
friendly user interface make Koei historical 
simulations a joy to play. 



Experience Japan's Greatest 


New Excitement For The Amiga!! 


Romance of the 
Three Kingdoms 

Live Second 
Century China 


Nohunaga's Ambition 

The Struggle to 
Become Shogun 

^Coming: For The Amiga In August 


Genghis Khan 

Conquests Of 
Love And War 

'hComittg For The Amiga In July 



Features Include: 

• 255 Characters, each 
ivith a distinct 
personality 

• Military, economic 
and diplomatic 
simulation 

• Five different 
scenarios 

• For one to eight players 

• Complete operations 
manual and 
historical notes 


Features Include: 

• For one to eight players 

• Two Scenarios, five 
levels of play 

• Instruction manual, 
historical notes and 
reference included 


The Best, Longest 
Selling Simulation 
Game Ever 
Released in Japan 




Features Include: 

• For one to four 
players 

• Two separate 
scenarios with five 
levels of difficulty 

• A Quick Resolution 
Mode that resolves 
battles in seconds 

• Advanced combat 
system 

• Characters with dis- 
tinct personalities 



You are a warlord in second century 
China. Central government has 
collapsed, creating a power vacuum 
you long to fill. Success means 
triumphing against other warlords 
and the elements, to control the 
nation. 



Take the part of a Daimyo during 
Japan's bloody, sixteenth century, 
warring states period. Increase the 
strength of your states slowly, or risk 
everything in a desperate, all or 
nothing grab for power. 



Destroy your enemies in battle, or by 
assassination, while you keep your 
populace happy, your treasury full, 
and your subordinates loyal. A 
seduced princess can produce heirs to 
govern conquered territories. 



Winner: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles, Amiga 



Finalist: 

Software Publisher's Association's 
Excellence in Software Awards. 


IBM & Compatibles ★ 



Finalist: 

1989 Strategy Game of the Year 
Computer Gaming World Magazine 


IBM & Compatibles ★ 


KOEI... We Supply The Past, You Make The History 











Realistic, complex scenarios and intelligent 
computer opponents make Koei simulations 
a challenge to win. Each game offers 
hundreds of hours of non-repetitious 
playing time. 

Koei is Japan's leading producer of 
entertainment and educational software. 
The simulations you see on these pages are 
some of the best, and longest selling titles 
ever seen in Japan. Afeiv moments with 
any Koei product will make it clear why. 


Strategy Simulations 


pje 






IBM & Compatibles^ 



The newly appointed Minister of War has seized all 
imperial authority, and rules the Empire with malicious 
glee. Those who oppose him are branded and exiled. 

The Emperor, reduced to a shadow in his own palace, 
has one last chance to restore order and justice.. .you. 

But Gao Qiu, the evil Minister of War, will use his 
considerable power to destroy you unless you get to him 
first. And if things weren't bad enough, the northern 
border is swarming with barbarians, bent on taking the 
Empire's riches for their own. 


Bandit 
Kings of 
Ancient 
China 

Features Include: 

• Four separate 
scenarios; 

• One to seven 
players; 

• Military, Economic 
and Diplomatic 
Simulation; 

• Cast of 255 
characters with 
unique abilities, 
personalities, and 
social positions; 

• Sophisticated battle 
system that 
incorporates 
everything from 
seasonal terrain 
changes to fireballs 
and magic; 

• Not copy protected. 
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Scorpions H^aCe 

(Continued from page 58) 

a little more information for Marid’s benefit. He then goes on to 
explain, in disgusting detail, exactly what he plans to do to the 
helpless Tamara, who is tied to a torture machine. 

There is only one thing to do, which is to kill this despicable per- 
son, so don’t waste any time about it (why do you think you 
were given the gun?). However, before he dies, he starts his infer- 
nal machine. Boy Marid, 1 sure hope you have the black key, be- 
cause there isn’t much time to free Tamara, if you don’t have it, 
you better move fast to get it. 

Whew! Tamara is saved, the notebook (at last!) is found, and 
Marid is Papa’s fair-haired boy, at least for the moment. Take a lit- 
tle rest, Marid, you’ve certainly earned it (and you’ll want to get 
your strength up for the promised sequel). 

Well, 1 see by the old invisible clock on the wall that it’s that 
time again, if you need help with an adventure game, you can 
reach me in the following ways: 

On Deiphi: Stop by the GameSIG (under the Groups and Ciubs 
menu). On Genie: Visit the Games RoundTable (type: Scorpia to 
reach the Games RT). By OS Mail (remember to enclose a self-ad- 
dressed, stamped envelope if you iive in the United States): Scor- 
pia, PO Box 338 Gracie Station, New York NY 10028. 

Until next time, happy adventuring! 

Copyright 1990 by Scorpia, alt rights reserved. 


Budayeen 

(Continued from page 46) 

the lower depths of society. The main story in "Gravity" was 
based on a transvestite dancer 1 knew that was murdered. 

The police in the real city didn’t do anything about the crime. 
They didn’t care about those people and felt like they had got- 
ten what was coming to them. The ending, by the way, was 
true. 

CGW: So, you transformed the story and set it in the 
Budayeen? Are there other times you’ve drawn from real life? 

Effinger: Well, "Fire" is based on another true story. Paul 
Jaworski is the name of the man who really killed my 
grandfather. In 1928, my grandfather was killed in the line of 
duty. He was always a big hero in my family and is still 
honored in a station house in Cieveland. 

CGW: How was working on the game compared to writing 
science fiction novels? 

Effinger: Actually, I found working on the game much 
tougher than 1 thought it was going to be. I was very proud 
when Infocom asked me to work on the project and it was 
more work than I thought it was going to be. Working with 
the Westwood people and the Infocom people, has been a 
real pleasure. The parts of the game I’ve played. I’ve enjoyed 
very much. 


Space Combat is a game of pure tactical combat... 

in a rather unique enuironment. 



‘Space Combat is FUN! Easy to play, yet 
enough depth to keep any sci-fi PBM fan 
engrossed. The tactical laser-printed maps 
for the 2-D version really brings the game 
to life. TRY IT!” Tim Sullivan, FLAG- 
SHIP US editor 


“Well-designed, with a superbly written 
rulebook and laser-printed tumsheets. 
Space Combat is an easy-to-ieam but chal- 
lenging game. Its innovative design 
rewards tactical brilliance while giving ne- 
ophytes plenty of opportunities to sharpen 
their skills.” J.W. Akers-Sassaman 


You'll be fighting in an edgeless contest zone aboard living 
creatures. Space Combat is almost all combat, with some 
room for diplomacy. Offensive actions include the crea- 
ture's Psychic Screams to mentally disrupt others, 
launching Inverse Mines that will implode near your 
enemy, freeing Spores to destroy internals, using i 

Nerve Pulses to paralyze pesky scouts, and Virally 
Infecting your opponent in the hopes of tak- 
ing over their alien. Each turn comes with a 
special graphic printout of your ending posi- 
tion to aid you in planning. 

Space Combat was designed to be easy to 
learn, but difficult to master. Every game 
\ starts with ten players, and as each is eliminat 
^ Y ed, the chances of the game ending will 

custom made on a laser printer to aid you in filling out your next 
turn. The games run about 12-16 turns. Cost is $3.50 per turn. A 
rulebook (required before you can join) is only $1.00. 

SPECIAL OFFER: Send for a rulebook now! Mention that you saw this ad and 
you’ll receive the rules for free. Enter a game by Dec 31st, 1989 and play for only 
$3.00 a turn. 

TWIN ENGINE GAMING 
Dept. 631 

3254 Maple Leaf Ct. 

San Jose, CA 95121 
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Scorpions l/iezo 

{Continued from page 51) 

of this type: arriving at the end only to 
find you lack a critical item from earlier 
in the adventure (note Camelot above 
on this point). This is always a terrible 
moment in a linear game, as you have 
no way of going back and are usually 
forced to restore and replay from a much 
earlier position. 

Loom does away with this, but at a 
very high price: an almost complete lack 
of freedom of movement. The game is 
set up as a series of locales, each con- 
taining only a few screens. You can't 
move from one locale to another until 
the puzzles are solved. If, for some 
reason, you are stymied by one, you are 
stuck in that location until you figure it 
out. You can’t drop it for the time being 
and go do something else. 

For that reason, the majority of puzzles 
(or possibly situations is a more accurate 
description) are on a very basic level. 
Bobbin Threadbare, the hero, has practi- 
cally no inventory beyond his magic 
drafts (i.e. tunes), so in most cases it is 
only a matter of figuring out which tunes 
in his repertoire are necessary to pass an 
obstacle. As the number of these songs 


is limited, it generally takes little time to 
discern the correct melody. 

There is only one instance in the game 
that might give anyone trouble, and that 
occurs in the city of glass. In one room. 
Bobbin must be invisible, but he can’t 
play the necessary draft before entering. 
The solution to this is not obvious, nor is 
it very logical, since the song needs to be 
played on a place, not himself. 

The storyline of the game is excellent, 
yet I can’t help thinking that the mar- 
velous concepts of the Weavers, the 
Loom, and the magical drafts should 
have been given an epic treatment, not 
watered down to fit a game as simple as 
this one. The end of the game hints at a 
sequel; if there is one, perhaps it will be 
more developed and more challenging. 

Loom was designed to be non-frustrat- 
ing, to have no dead ends, and be 
capable of completion by anyone. That 
goal has, without question, been 
achieved. The veriest novice at adventure 
games will have little trouble in finishing 
it. 

Expert players will whiz right through, al- 
though they may need to exercise a bit 
of care: so many solutions are so ob- 
vious, they can be overlooked for that 
very reason. 


This all sounds as though 1 didn’t like it. 
Well, I was certainly disappointed at how 
easy the game was. Even though I knew 
it wasn’t going to be on the same level 
as Beyond Zork (done by the same 
author), 1 did expect something a little 
tougher. On the other hand, aside from 
that one instance in the glass city, the 
game is put together well, and everything 
fits in very smoothly with the story line. 
So 1 liked it for its construction and con- 
cepts (yes, and the graphics!), but as an 
adventure game, it is just too lightweight. 

Well, the crystal has clouded over for 
another month. Hopefully, we will have 
something a little meatier to view next 
time. Until then, if you need help with an 
adventure game, you can reach me in 
the following ways: 

On Delphi: Visit the GameSlG (under 
the Groups and Clubs menu). On GEnie: 
Stop by the Games RoundTable (type: 
Scorpia to reach the Games RT). By US 
Mail (enclose a self-addressed, stamped 
envelope if you live in the United States): 
Scorpia, PO Box 338 Grade Station 
Hew York, NY 10028. 

Until next time, happy adventuring! 

Copyright 1 990 by Scorpia, all rights reserved. 



Tycoon "Tooter" 


(Continued from page 24) 


will be able to service new routes on the 
line’s extremities. Also, this Engine Shop 
doubles as a Maintenance Shop, so 
every train pulling in or blowing its 
whistle through this initial station has its 


maintenance costs for the two-year fiscal 
period reduced by 75% (a savings which 
is often considerable). 


Leaving The Station 


There is much to know once the first 
trains start to run; dispatching as an art 
form, avoiding having one’s throat slit by 
the competition, bleeding red ink, 
bankruptcy and how to wage "totai 
war" in a rate war are all subjects 
for a future article. In the mean 
time, though, here is one last tip. 
When starting a train for passenger 
service on a new route, just put one 
car on it for its first run and have 
that baby move as fast as its mutli- 
tubular boilers and forced air com- 
pression can haul it. In this way, the 
chances of setting a speed record 
are vastly improved, and the train 
will earn a "name" for itself. Named 
trains, remember, generate an addi- 
tional 25% bonus for passenger car- 
goes, so try to get every passenger 
train you run to earn a name for it- 
self. 


Until the whistle blows again, keep on 
highballing! 


ing the location and facing of each 
station. 


Central Planning 


Another equally vital decision is 
where to place one’s initial station. 

This must be the one which will be 
closest to the center of the en- 
visioned sprawling railroad empire. 

The reason for this is one’s initial 
station always includes an Engine 
Shop (with its inherent $100,000 
cost). All new locomotives wiil be 
built at this location (unless the 
player cares to shell out those big 
bucks again to create another En- 
gine Shop, which is probably not 
likely during the critical early years of 
game play), therefore, the more centrally 
located it is, the quicker new locomotives 
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Taking A Peek 


Peek 


(Continued from page 6) 

command word typing will keep the ad- 
venture gamer literate for a long time to 
come. IBM ($49.95). Circle Reader Ser- 
vice #4. 


Konami, Inc. 

900 Deerfield Parkway 
Buffalo Grove, IL 60089-4510 

BLADES OF STEEL: The tremendously 
successful Nintendo game has arrived in 
a disk-based format that is both more 
coiorful and faster-paced than the 
originai. "Blades of Steel" is an action 
game with the emphasis on action. 

Rather than simply presenting cinematic 
insets of fighting and penaity shots, 
"Blades" lets the players control the fight- 
ing (and the ioser gets a 30 second penai- 
ty) and either the shooter or goaiie 
during a penalty shot. The colors are not 
NHL standard and statistics do not factor 
in, but the play value is definitely there 
for joystick jockeys. Amiga ($44.95), C- 
64/128 ($29.95), IBM ($39.95). Circle 
Reader Service #5. 


CASTLEVANIA: The arcade maze 
game meets Dracula. This hard-to-find 
Nintendo hit has been beautifully con- 
verted to the disk-based format. The 
player grinds through the castle, zapping 
a variety of vicious vampire vermin right 
out of the Hollywood horror hopper. 
Naturally, there are handy implements of 
destruction to pick up along the way. 

F’ure action gamers may feel that the 
somewhat slow pace is taking a bite out 
of them, but it’s a popular game nonethe- 
less. Amiga ($44.95), C-64/128 ($29.95), 
IBM ($39.95). Circle Reader Service #6. 


MicroProse 

180 Lakefront Drive 
Hunt Valley, MD 21030 

SID MEIER’S RAILROAD TYCOON: 

With four maps to build upon, 100 years 
to do it in, and three vicious competitors 
breathing down the player’s neck, the 
gang from Microprose has really outdone 
Siemselves with this one. Some have 
called it "the SimCity of railroading", but 
its effects speak better than any made 
up subtitle. Role-players and joystick jock- 
eys, wargamers and Nintendo buffs have 
all dropped their other games to pull all 
nighters playing "Railroad Tycoon". This 
game is on track and building up steam. 
When it pulls into your town, get aboard. 
IBM ($59.95). Circle Reader Service #7. 
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Keys to Maramon 



Shark Attack 


Mindcraft Software, Inc. 

2341 205th Street #102 
Torrance, CA 90501 

THE KEYS TO MARAMON: Not as in- 
volved or epic in scope such that a 
major lifetime commitment must be 
made to finish it (like many RPGs of 
similar price), "Keys to Maramon" has all 
of the classic RPG elements and has a 
quick to learn, easy to play format with a 
solid story line and plenty of action. 
One’s single character must save the is- 
land city by exploring both city and dun- 
geons. Very solid. C-64/128 ($39.95), 
IBM ($49.95). Circle Reader Service #8. 


Strategic Simulations, Inc. 

675 Almanor Avenue 
Sunnyvale, CA 94086 

DRAGONSTRIKE: (not pictured) As 
described in CGW #7rs Sneak Preview, 
this is a dragon flight/combat simulator 
that combines the feel of the Dragon- 
riders of Pern with the ease of game play 
and depth of role-playing universes one 
associates with TSR. It offers a hot 
graphic appeal and solid game play, as 
well. IBM ($49.95). Circle #9. 



Dragonstrike 



Mega Pack 


Virgin Mastertronic 

18001 Cowan, Suite A 
Irving, CA 92714 

MEGA PACK: This is an attractive col- 
lection of ten arcade favorites placed 
together in one package. Games in- 
cluded are Bulldog, Jack the Nipper 11, 
North Star, The Thing Bounces Back, 
Monty On The Run, Rebounder, 
Trailblazer, Krackout, Cosmic Causeway, 
and Future Knight. Pull into port with 
your joystick, because no quarters are re- 
quired to stay in this arcade. C-64/128. 
Circle Reader Service #10. 


SHARK ATTACK: This worthy addition 
to one’s computer golfing game library is 
named after Australia’s Greg Norman 
(known as "The Great White Shark"). 
Some of its interesting features include 
an on screen ability to design a golf 
swing (were it only this easy to fix our 
real golf swingsl), adjusting the club 
face, and a 360 degree rotating 3-D 
perspective available for each lie. Noth- 
ing to get teed off about, one won’t have 
a stroke when puttering about with 
"Shark Attack", a simulator with teeth. 
IBM, Amiga ($39.99). Circle Reader Ser- 
vice #11. 
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§ HANKS EVERYONE WHO MADE US NUMBER ONE 

From The Software Publishers Association 

‘Best Entertainment Program of the Year -1989 Computer Gaming World - Compute! Magazine - Editor’s Choice Award 
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‘Best Curricular Program of the Year - 1989 Best Recreation Program - 1989 
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FAR INTO THE FUTURE: 

Zip through the deep space of the Far Arm in a 
dazzling 3D space flight simulation and role- 
playing odyssey. 

Suggested retail price: $49.95 


\i: 'L\WlKLL ) 


THE ANCIENT ORIENT: 

Master the martial arts as you 
explore the fascinating culture, 
intriguing events and diverse 
personalities of the Orient. 
Suggested retail price: $39.95 


THE MEDIEVAL YEARS: 

Face Ashtalarea’s terrifying 
foes and meet hundreds of 
colorful personalities in this 
game that was eight years 
in the making. 

Suggested retail price: $49.95 


THE ERA OF CYBERNETICS: 

Shape combat’s destiny, striving to design the 
artificial Intelligence and chassis for the world's 
ultimate cybertank. 

Suggested retail price: $49.95 


Now available for IBM-PC/Tandy/compatibles, Commodore 64/1 28 and 
Apple II series. Some titles available in other popular machine formats. 
Check tor specific availability. Actual screens may vary. 


We create worlds. 
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